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Neural Cybertank Design and Simulation 
Cybertank engineers control the destiny of the Organization for Strategic Intelligence. They're the 
heart of the OMEGA Project, a classified military contract that's shaping combat's future. Employing 
tomorrow's technology, OSI cybertank engineers design the chassis and artificial intelligence (Al) 
for thenext generation of neural armored warriors —and they gauge their success on asimulated 
field of battle, Join these elite ranks, and pit your designs against the world's best. 
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JBWCOMPATIBLE VERSION IBMCOMPATIBLE VERSION ‘APPLE VERSION 
‘Available for: IBM/Tandy compatibles, C-64/128, Apple Il Series, Atari ST and Amiga, coming soon for, Macintosh and Apple ligs; actual 
‘sefeens may vary, 


Cant find OMEGA at your local retailer? Call 1-800-999-4939 (Bam to Spm EST) for Visa/MC orders; or mail check of money order (U.S.$) 
10 ORIGIN, Al versions $49.95, shipping is FREE via UPS. Allow 1-2 wetks for delivery. ORIGIN, P.O. Box 161750, Austin, Texas 78716, 
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L ast month, we promised an update on the rumored new Commodore 
machine we affably dubbed the 64Gs. As we go to press, the latest 
rumor is that such a machine will never see the light of day. What is not 
rumor, however, is that Commodore has recently announced two signifi- 
cant appointments which tell us something of Commodore's direction. 

In late April, Harold Copperman left Apple to join Commodore as its 
new president. He recruited Howard Diamond, also from Apple, a few 
weeks later. Diamond was named director of education in June. Another 
promotion by Copperman, announced in mid-July, was that of C, Lloyd 
Mahaffey to vice president of marketing. Mahaffey, it turns out, is also an 
Apple alumnus, In fact, Mahaffey directed Apple’s education marketing 
activities. He was responsible for the creation of many of Apple's educa- 
tion programs for grades K-12 and for higher education. According to a 
Commodore press release, Mahaffey will be working closely with Copper- 
man to increase sales and marketing support in the business, education, 
government, and consumer markets. (For more on Commodore’s activities 
in the education market, see ““About Face!” in last month’s issue.) 

Copperman appears to be aggressively moving Commodore toward 
the education market. We've seen other press releases in the past couple of 
months that indicate Commodore’s attempted positioning of the Amiga as 
a legitimate classroom computer (Amiga Logo, published by Commodore, 
was recently announced). We wish them luck, but we'd like to see that 
same aggressiveness applied to the consumer market and to support for 
the 64/128 line. (Readers, take note of ‘National Petition to Commodore” 
in this month’s “‘Letters to the Editor” column.) 

We heard through the grapevine that the closing of Commodore Maga- 
zine was a decision of Copperman’s. Apparently, the story goes, his feeling 
is that Commodore should be in the computer business, not the publishing 
trade. The October issue of Commodore Magazine will be the last. (A tip of 
the hat to the staff of that magazine for a job well done, especially to editor 
Susan West and managing editor Jim Gracely for their cordial assistance to 
us over the years.) By all accounts—and by all rumors—Copperman has 
not been lollygagging in the decisive-action department. We'll be monitor- 
ing Commodore's activity over the coming pre-Christmas months which 
are so critical to the health of not just Commodore, but all hardware and 
software companies, 

In closing, I suggest you read this month’s “Horizons” column (page 
60). Rhett Anderson tells how he copes with the perplexing enigma that is 


the Commodore market. 
Vr Se 


Lance Elko 
Associate Publisher/Editorial 
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, Magic and Mirth 


Screens shown are for Apple Il 


What doa “tubed-out” California surfer, a knight 
in shining armor and a Shakespeare-spouting elf 
maiden have in common? Typically nothing! But 
you'll recruit this off-beat crew and meet more than 
50 other peculiar characters in TANGLED TALES, 
the Misadventures of a Wizard’s Apprentice. 





PY sure aren’t the wizard’s star pupil. In fact, he took away your 
spells when you spilled his precious adamantite dust on the squirrel. 
What a mess that turned out to be! 


Redeem yourself, fill your spell book and saye Violet Valley on 
this fractured journey where time stands still — or maybe just 
hangs around, It’s filled with stirring combat and perplexing 
puzzles, and features dazzling graphics with animated illustra- 
tions, 3-D dungeons and detailed overhead views. 


You've seen fantasy, role-playing and graphic adventure 
games before, but never one thatcombines myth, magic and 
mirth like TANGLED TALES. 











136-B Harvey Rd., Londonderry, NH 03053 
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Send questions or comments to Letters 
to the Editor, COMPUTE!'s Gazette, 
P.O. Box 5406, Greensboro, North 
Carolina 27403. We reserve the right 
to edit letters for clarity and length. 


Whose Program? 
I'd like to know something about the 
rights of the people that write programs 
for your magazine. Can they modify a 
program, add a trick, then send it to you 
to be published under their name? Or 
do they have to put the name of the 
original author along with their name? 
Raul Graciano 
Sacramento, CA 
If an author submits changes of a few 
more-or-less minor components (say, 
color and menu design) to a published 
program, we would certainly not see this’ 
to be a substantive, conceptual change. 
We wouldn't publish such a revision. 
However, if certain modifications make a 
program substantially more powerful or 
significantly improve its application, util- 
ity, or playability, we would consider this 
a worthwhile upgrade. There's not enough 
space to describe all the various criteria 
we use in deciding what are “substantial” 
or “significant” changes. We look at each 
program submission on a case-by-case ba- 
sis, If we purchase a revision or an up- 
grade, we decide on single or shared 
bylines after looking closely at the 
changes made to the original program, 


Wayfaring Word Processor 
In response to Dennis Linde’s search for 
Cardco’s cartridge-based Write Now! 
word processor (August), I’ve found 
that Cardco’s product line was pur- 
chased by Supra Corporation, 1133 
Commercial Way, Albany, Oregon 
97321. Supra offers a satisfactory disk 
version of Write Now! I checked the disk 
thoroughly, and all functions seem 
identical to the cartridge version, 
Gene Allen Carr 
Lawrence, KS 


National Petition to Commodore 

In view of all of the ramors about Com- 
modore’s dropping the 64 and 128 
lines, the Heartland Users’ Group 
(HUG) is organizing a national petition 
drive for user groups, Our petition 
urges Commodore to continue produc- 
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tion and support of these versatile and 
affordable machines. If such support is 
economically impossible for Commo- 
dore, we are asking that they allow an- 
other company to provide support for 
the millions of Commodore users. Any 
groups that have not yet received peti- 
tion information can write HUG, P.O. 
Box 281, Cape Girardeau, Missouri 
63702-0281, Individual users worried 
about soon owning an orphan might 
want to drop a line to Harold Copper- 
man, the new Commodore president. 
Thanks for helping to spread the word. 
Lee Pasborg 

Secretary, HUG 

Cape Girardeau, MO 


Or. Evil Update 


Cartridge sales have been brisk since 
our coverage in the Gazette feature 
(July) and Info. Please inform your 
readers of our new address: Dr. Evil 
Laboratories, P.O. Box 3432, Redmond, 
Washington 98073-3432, Also, please 
note that the cartridge is $34.95 post- 
paid. (We've received tons of orders 
with extra money added for shipping.) 
Washington residents must include 8.1 
percent sales tax ($2.83 per cartridge). 
Readers can contact us on Q-Link— 
we're DrEvil (no period). 
Kent Sullivan 
Dr. Evil Laboratories 
Redmond, WA 


From Schnedler Only 


In the August “Feedback” column, 
page 51, several machine language as- 
semblers are recommended, including 
Eastern House Software’s MAE Macro 
Assembler/Editor. You might tell your 
readers that MAE is now (and has been 
for years) exclusively published by, 
supported by, and sold by Schnedler 
Systems under license from Eastern 
House. Likewise, we have advertised 
MAE for years in Gazette. (Also, you 
might save your readers some frustra- 
tion by pointing out that Commodore's 
MADS assembler may be difficult to 
find; it is my understanding that it is no 
longer published.) 
Steven C. Schnedler 
Schnedler Systems 
P.O. Box 5406 
Asheville, NC 28813 





Tomcat Tops! 


I've been reading you for about three 
years now and have come to respect 
your software reviews. Your F-14 Tom- 
cat review (August) was almost as good 
as the game itself, with one small ex- 
ception, I’ve been servicing aircraft for 
all service branches for years, and the 
review states that the T-2 Buckeye is 
propeller-driven, Wrong. | think it 
takes a lot away from the researchers 
and programmers to say they made a 
mistake as simple as this. You can tell 
on your first flight that it took great ef- 
fort to create a flight simulator of this 
quality. For my vote, F-14 Tomcat is the 
best flight simulator yet for the 64! 
Boyd Nelson 
Myrtle Beach AFB, SC 


The Printer Hump 


When I first bought my 64, I also 
bought a Commodore-compatible 
printer. How great! It didn’t even need 
an expensive interface. My next pur- 
chases were The Print Shop and The Toy 
Shop. I spent the next two years won- 
dering why someone would make cards 
or letterheads that didn’t fit the paper, 
and why someone would design a car 
with oval instead of round wheels. I 
was starting to think a home computer 
was not all it was cracked up to be, As I 
learned more about computers, print- 
ers, and interfaces from friends and 
from reading magazines, a light went 
on in my head. I then bought a non- 
compatible printer with an interface. 
Now I have round wheels and cards 
that fit the paper. I love my Commo- 
dore system, but it wasn’t until I got 
over that printer hump that I realized 
the full potential of my equipment, 
Carol L. Hazlett 
Issaquah, WA 
You didn’t note specifically which print- 
ers you had, but our guess is that your new 
printer has a character aspect ratio of 1:1 
(that is, there is an equal number of dots 
both vertically and horizontally for each 
character cell). Your Commodore-compat- 
ible printer likely had an aspect ratio of 
9:8 (height greater than width), which 
caused your graphics to appear distorted. 
Both the Commodore 1525 and 1526 
printers—and their successors—have 
these nonproportional aspect ratios. @ 
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Robocop Batman 





From the Boob Tube to the Big Screen 


Data East USA (470 Needles Drive, San Jose, California 95112) has been in- 
spired by television sports and adventures from the silver screen in its next 
three releases, 

The software company enters the sports-game arena with ABC’s Monday 
Night Football ($34.95), the first in a series from the Data East MVP Sports 
Line. The program gets its name from the series of NFL games seen on Mon- 
day nights for the past 20 years on the ABC television network. 

Following this past summer's blockbuster screen hit Batman, Data East is 
releasing Batman, The Caped Crusader ($24.95), You assume the role of the 
cowled crime fighter as he travels through the streets of Gotham City, battling 
familiar evil foes such as the Penguin and the Joker. 

Also inspired by the silver screen, Robocop ($34.95) puts you in the role of 
the half-man/half-machine character as you fight a corrupt group of thugs that 
have taken over Old Detroit. It’s up to you to save the city. 





Harry Blair 


You Say It’s Your Birthday? 


Keep track of dates and know what to buy with Home Data Base 2.6 ($49.95 
plus $3.00 shipping and handling) for the Commodore 128. 

The program from Robertson Software (1200 North 70th Avenue, Holly- 
wood, Florida 33024) prints out birthdays and anniversaries for any month 
along with ages, gift lists, mailing lists, birth records, marriage records, tele- 
phone and address lists, and mailing labels. The menu-driven program includes 
help screens at the enter prompt that return you to the point where you left off. 
Personal information disks can be created for each member of the family. 

Home Data Base requires a Commodore 128 or 128D, one or two 5%-inch 
disk drives, and a printer. The program is displayed in 40-column color, 
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: 128 Products Become 
: Free-Spirited 


* Free Spirit Software (P.O. Box 128, 58 
} Noble Street, Kutztown, Pennsylvania 
+ 19530) has entered into an exclusive 
* agreement with Viza Software that al- 
lows Free Spirit to market Viza Write 
Classic ($59.95) and ViziStar 128 
($69.95) in North America. 

ViziWrite Classic, a word process- 
ing program for the Commodore 128, 
uses a page-based WYSIWYG format 
that includes word-wrap and text for- 
matting. Other features include full- 
screen and document scrolling, the 
ability to merge almost any other 
word processing file directly into a 
document, a glossary of frequently 
used words or phrases, mail merge, a 
full-function calculator, and a 30,000- 
word spelling checker, ViziWrite Clas- 
sic requires an 80-column monitor. 

ViziStar 128 is an integrated 
spreadsheet, database, and business- 
graphics program. Its spreadsheet 
contains a ruled worksheet display 
and a 1000 row X 64 column work- 
sheet. The database allows full-screen 
design of records, up to 8000 charac- 
ters per record, and an unlimited 
number of records per file. The busi- 
ness graphics function uses data from 
the spreadsheet and database to draw 
two- or three-dimensional full-color 
graphs and charts. 


ShareData Introduces 
New Line 


ShareData has introduced a new 
product line, Monarch Software, 
which consists of arcade-style games. 
The company plans to license highly 
recognizable titles for distribution in 
established channels. 

Monarch’s first release will be A 
Nightmare on Elm Street 3: Dream 
Warriors, based on the film series, 
followed by Rollergames, which is pat- 
terned after the television show of the 
same name, 
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NEWS, NOTES, AND NEW 


Frightmare 


Accolade Falls In 


Accolade (550 South Winchester Bou- 
levard, Suite 200, San Jose, California 
95128) has announced its new fall 
lineup for the Commodore 64 and 
128, New releases include one game 
title and four supplemental disks for 
existing games. The company has also 
added four new games to its budget- 
priced Advantage line. 

The designer of Accolade’s racing 
simulations, Grand Prix Circuit, Test 
Drive, and The Duel: Test Drive II, has 
produced The Cycles: International 
Grand Prix Racing ($29.95). You'll 
compete against nine computer- 
controlled world-class Grand Prix rid- 
ers on 15 of the toughest motorcycle 
courses in the world including tracks 
in Monaco, Holland, Great Britain, 


Future Copter 


You find yourself in the year 1997 

and in control of an AH-64 Apache 

attack helicopter in Apache Strike 

($14.95) from Activision Entertain- 

ment (Mediagenic, 3885 Bohannon 

Drive, Menlo Park, California 94025). 
Your chopper, equipped with a 

sophisticated radar tracking device, 

* assists you on a seek-and-destroy mis- 

. sion, You must fly through city streets 

+ dodging buildings and overpasses 

* while the enemy fires at you from 

. tanks and choppers. With the radar 

* system, track down the enemy and at- 

* tack with gunfire or missiles. As you 

« progress to the next level, the game 

+ increases in difficulty. 
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Shoot ‘Em Up 


Japan, and Canada. You can race on 
any of the individual race courses or 
compete on all 15 and challenge for 
the circuit championship. 

Accolade is also releasing two 
new supplemental disks for The Duel: 
Test Drive II. Drive the highways and 
* byways of Europe with the European 
* Challenge scenery disk ($14.95). A 
« new selection of cars is also available 


with The Muscle Cars ($14.95), 
If you've broken all the course's 

. records on the three layouts from Jack 
* Nicklaus’ Greatest 18 Holes of Major 
* Championship Golf, you can now com- 
» pete on courses featured on two 
* brand-new course disks. Volume 1 
* ($14.95) features the host courses 
+ from this year’s U.S, Open, British 


: Telecomsoft Now Under Medalist Umbrella 
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Harrier 7 


Open, and PGA Championship, while 
Volume 2 ($14.95) presents tough 
challenges from some of the best 
courses from around the world. 

The new Advantage lineup in- 
cludes Mental Blocks ($14.95), a strate- 
gic beat-the-clock collection of brain 
teasers; Shoot ‘Em Up Construction Set 
($14.95), which contains tools many 
developers use to make arcade games; 
Harrier 7 ($14.95), an action-arcade 
air-combat game that features mis- 
sions in a Harrier fighter jet; and 
Frightmare ($14.95), which takes you 
through 80 different levels of your 
worst nightmare, Mental Blocks, 
Harrier 7, and Frightmare are available 
on combination 64/128 and IBM PC 
flippy disks. 














* MicroProse Software, now known as MPS Technolgies, has purchased Tele- 
+ comsoft, the entertainment software division of United Kingdom-based British 
* Telecom. Telecomsoft’s games will be marketed by Medalist International (a di- 
* vision of MicroProse) under the MicroPlay label in the U.S. and by MicroProse 
+ Europe in Europe. 
+ “This is, by far, the biggest deal in MicroProse history, and probably the 
* most significant business acquisition since Activision bought Infocom in 1986,” 
+ said MicroProse president and cofounder Bill Stealey. 
. The addition of Telecomsoft, according to Stealey, will double the size of 
the European operations and has the potential to increase the growth of Micro- 
Prose U.S.A. by 40 percent. 
Medalist International plans to market between 6 and 12 products from 
Telecomsoft’s design teams every year and 6-8 for the remainder of 1989. 
Telecomsoft was established in 1984 and is known for arcade games as 
well as simulations. Its titles include Starglider, Carrier Command, Stunt Car, 3-D 
* Pool, and Savage, all of which Medalist International plans to bring to the U.S. 
+ in the near future. 
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Awardasaurus 


Curriculum Product News, an educa- 
tional curriculum publication, has pre- 
sented Britannica Software with an 
Award of Merit for Designasaurus. The 
program was selected as one of the 
District's Choice—The Top 100 Prod- 
ucts of the Year. 

The June issue of CPN contains a 
compilation of the top 100 products of 
1988-1989. District-level administra- 
tors and supervisors, who comprise 
the publication’s circulation, made the 
final selections. 


Middle Earth— 
Final Chapter 


With the release of The Crack of Doom 
($29.95), Addison-Wesley (Route 128, 
Reading, Massachusetts 01867) marks 
the final chapter of a four-part series 

of software based on the J. R. R. Tol- 

kien literary journeys through Middle 
Earth, 

Based on Tolkien's The Return of 
the King (book 3 of the trilogy The 
Lord of the Rings), The Crack of Doom 
features mazes, creeping lava, and the 
ever-present evil force of Sauron, The 
Dark Lord, In this final episode of the 
Tolkien Software Adventure series, 
you assume the role of Sam Gamgee, 
whose life depends upon how quickly 
and efficiently he and Frodo move 
through the different locations in the 
game. Food and water are scarce as 
you try to complete the noble quest of 
the Ringbearer: to hurl the Ring of 
Power into the fires of Mount Doom. 


NOTES, 


: Jump Ball! 


* Now you can own, manage, and coach 

+ your own basketball team with Omni- 

+ Play Basketball ($34.95) from Sport- 

* Time Computer Software (3187-G 

* Airway Avenue, Costa Mesa, Califor- 

nia 92626), the creators of Mind- 

scape’s Superstar Ice Hockey. 

x; The package includes League and 

+ Game modules that allow you to build 

* a team, determine season lengths and 

{ playoff structures, and recruit and 

+ trade players. As owner and general 

= manager, you must be aware that 

= players can suffer injuries and slow 

+ down as they grow older. Stats on all 

* 288 league players are available to 
‘help you make the right personnel and 

+ coaching decisions. Down on the floor, 
* you can play the game as well. In ad- 
1 dition to shooting, passing, and play- 

+ ing defense, you can execute vicious, 

* backboard-shattering slam dunks. Pre- 

7 game and halftime shows, featuring 

+ SportTime’s own announcing crew, 

* provide game analysis and stats. 


‘Have a Baal 





AND NEW PRODUCTS 





After you master these aspects of 
he game, SportTime offers extra disks 
hat provide new ways to play the 
ame, including a Pro League that 
imulates the NBA, a College League 
hat allows you to set up an NCAA- 
tyle tournament, and a Fantasy 
League in which you create your own 
eams and compete with other players 
from around the country. Other disks 
‘an change your viewing perspective 
of the game and utilize different play 
styles. One even offers cheerleaders 
ready to support your hoopsters. Op- 
tion modules sell for $19.95 each, 
while support disks will retail for 
$14.95. 























2 Only you can save Earth from the evil Baal, whose army of undead have stolen 
+a war machine. In Baal, from Psygnosis (Century Buildings, Tower Street, 
* Liverpool L3 4BJ, United Kingdom), you become leader of a band of time war- 
Triors that must invade the Baal’s domain, fight off his monstrous beasts, re- 
+ trieve the war machine, and kill the evil one. 
Released under the Psyclapse label, Baal, available on disk ($12.99) or tape 
+ ($9.99), features eight-way scrolling through three different domains that con- 
+ tain multiple levels. You'll encounter more than 100 monsters and 400 traps 
* that show up in over 250 detailed screens. 


Third Time’s a Charm 


survive. 


beeen e ween ee eene 


The third scenario in the Wizardry series, Legacy of Llylgamyn ($39.95), has been 
released by Sir Tech Software (P.O. Box 245, Ogdensburg, New York 13669). 
Set in the mountain world of Llylgamyn, Wizardry III uses the descendants 
of characters created in Wizardry I and II to carry on the quest. The scions go in 
search of the fabled Orb of Earithan which would restore peace to the world. 
You must perfect the balance between good and evil search parties in order to 


Game features include six dungeon levels, window graphics, riddles, 


+ chests, and many traps. Wizardry III supports the 1700 series of RAM expan- 
* ders, the 128 mode of the 128, additional keys found on the 128, and the burst 


1 mode of the 1571 disk drive. & 
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Good! 


Tips and More Tips for Desktop Publishers 











Have you looked at your newslet- 
ter recently? I know you've read 
it, but have you looked at it? Does 
its layout and design attract read- 
ers, or does it deter them from 
wading through it? 

Thanks to desktop publishing 
software, it’s possible to turn out a 
multipage newsletter on your 64 
or 128 in a fraction of the time it 
once took using conventional 
methods. But most desktop pub- 


lishers have little publishing expe- 
rience, and the ease with which 
these new tools are used doesn’t 
necessarily equip an editor with a 
designer's eye for good layout. 

If you are the editor of your 
user group’s newsletter, or any 
other newsletter for that matter, 
you may think you have an audi- 
ence waiting to devour every 
word no matter how it’s present- 
ed—but think again. People are 


sensitive to how words look on 
paper. If reading your newsletter 
is a chore, your publication won't 
get the audience you want. As the 
editor, remember that the design 
is as important as its content. 

It takes time to learn good 
page design, but there are a num- 
ber of basic rules and tips that can 
help any newsletter editor over 
many layout hurdles. Here’s a list 
of the important ones. 


Design Tips 


tar Keep it simple. 


tar Select a distinctive newsletter 
name and typeface. 


tar Resist the temptation to use all 
your attention-grabbing tricks on 
one page. Too many design ele- 
ments compete for attention. 


tar Your newsletter’s logotype or 
nameplate is its most important 
design element. Select it with 
care. It will bring favorable recog- 
nition or create design nightmares. 


tar Decide on a logo that identi- 
fies your group. The Commo- 
dore User Group of Rochester 
(CUGOR) uses a picture of a 
cougar. The group in York, Penn- 
sylvania, borrowed from English 
history’s White Rose of Yorkshire 
to call itself the White Rose Com- 
modore Users Group, It uses a 
white rose as its logo. 


tar It’s smart to use a dummy, a 
rough layout of your newsletter 
on paper. It can help you see your 
newsletter’s visual impact and ap- 
pearance. If you make a mistake, 
it’s easy to restart. p 





THE OFFICIAL MONTHLY: 
PUBLICATION OF THE 
PEMINSULA CommoDORE 

Users Grou 





Hey FeLLow Memaces! 
Surin IS, WERE BND, MOST OF TOY RAE TWANG OF OTHER 


MEP PLAN THE CTIVITICS OR BRING F000 AHO DRA] 


‘WOULO TOU LIKE TO SEE THE SOFTWARE SELECTION OF TOUR 
WED AND DEMONSTRATE AT THE JUNE MECTING? 


‘00 JUST THAT! TO MAKE YOUR 


MEETING TO 
SELECTION OF SOrTWARE THAT TOU Wish TO SEE, SIMPLY CALL OR 
1Y GAMES -W- GADGETS AT THE COLISEUM MALL AND 
ae TOUR trict! THE PHONE MUMBER I 827-0877 eNO 
ACTING REPRESENTATIVE TO OUR MEETING WILL 8¢ RAY 


Enicxson. The is TouR Tae 10 Get h cooD Vitw oF THe 
NEWEST RELEASED SOFTWARE, $0 OON'T MISS ITI 


LAST. IN HOPES OF INCREASING ARTICLE CONTRIBUTIONS TO QUR 
aati TEE, If WWRS DECOED AND. RORECD UPON, TOWER 
FREE RAFFLE TICKET Foe THOSE WMG Od CONTRIBUTE. Ths 
ALARTICLE R TREC CHANCE TO WIN 

(T OF THE MEETING. THERE 





ise 
z 
nnout ‘oncTnNe OREe THAN THEIR 


SUBMITTE 
wORMAL WITHIN, ere 

{aces tions avo ies COMING! Fell on TROLLEYS REEP 
iT THAT WAY. JOB ARTHUR PRESIDENT 











Balance your text with graphics, headlines, and copy. Left: This example shows an 
organized, easy-to-read format with boldface type for events and other important 
information. Right: The flowchart sitting alone on the title page could send a confus- 
ing message to some readers; it would have been better used as a smaller graphic 
with some accompanying text. This example also contains a lot of usable space. 
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tar Start a swipe file of newsletter 
formats you like. Feel free to 
swipe or adopt ideas and design 
features that appeal to you. Your 
user group may already subscribe 
to other groups’ newsletters. Look 
for one you like, and then adopt 
or modify format ideas for your 
own work, 


tar Balance the text on your page 
with graphics and headlines, 


tar Don’t crowd your text. It’s a 
mistaken belief that readers don’t 
care how information is present- 
ed, just as long as they get it. 
Long lines of text can be difficult 
to read because the eye often re- 
reads or skips a line when it re- 
turns to the left margin. 


ee — 





tar Break up large gray areas of 
text. A page of solid text without 
headlines or pictures is a page 
readers will skip. 


Your logo is your newsletter's most important design element. Choose one that 
strongly identifies your group or club for instant recognition. 


Style is not enough for 


© Keep it simple. 


© Use short sentences. 


slow the reader. 
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9 Tips for Newsletter Writers 


any newsletter. In addition to looking good, a successful newsletter must have exceptional editori- 
al content. Here are nine tips for newsletter writers. 


© Keep it brief. A newsletter should convey essential information in a clear, concise manner. Condense. Remember, a 
longer newsletter isn't necessarily a better one. 


@ Use the active, rather than the passive, voice. 
© Use strong nouns and verbs. Adjectives only boost weak nouns. Remember: Too many adjectives strung together 


@ Jump into your subject. You don’t have room to ramble. 


& Try to make your opening paragraph hook the reader into wanting to read more. Start with a pointed statement; then 
Provide background or explanatory information. 


& A headline should tell the reader what an article is about. Write the headline after you've written the story. 
@ Have someone other than yourself proofread your material. Typos and misspelled words detract from your message. 





tar Consider switching to two or 
three columns if your newsletter 
now is one column, It’s easier to 
read, and it looks good. Some de- 
signers suggest no more than 45 
characters per line, regardless of 
the type size. 


tar Use wider columns if you plan 
to use justified type. 


tar Don’t justify type unless your 
program hyphenates words. 














tar Pick a typeface that’s easy to 
read. You may have access to 
hundreds of fonts, but resist the 
temptation to use a lot of them. 
Above all, pick one that’s readable 
when it comes off your printer. 


tar You can squeeze more words 
onto a page by using smaller type, 
but for readability, 9-point type is 
the smallest normally used for 
text. The largest is usually 12 
points. 


tar Use serif type in the body of 
your text. Most design experts 
agree, sans serif type is attractive 
in headlines, but it just doesn’t 
work in the text. 


tar Don’t be afraid to use white 
space. It can emphasize or high- 
light the type set next to it. Used 
judiciously, white space can add a 
sense of style and class to your 
publication. 


AmigaTalk determines which win- 
ently working with, and speaks 
Where a sighted user selects the 
by using the mouse, AmigaTalk 
> so with keyboard commands, 
ow can have many features which 
e use of the mouse to activate. 
res are called menus and gadgets. 
alecting and specifying options for 
Then you hold down the right 
& strip of menu choices appears 
mt window, Move the mouse to 
thoice, and a list of sub choices is 
: the mouse to any of the sub- 
; another list is displayed. With 
of this investigating and selecting 
hrough the keyboard, 
re usually pictures with some cen- 
like “hang up modem" or "quit 
noving the mouse to a gadget on 
clicking the mouse’s left button, 


Serif type features small cross strokes at 
the end of each character. Use serif in 
the body of your text, but think twice 
before using it in headlines. 


tar Use variety. Break up solid 
gray text with graphics and head- 
lines—but avoid a symmetrical 
look when using multiple graph- 
ics; it makes a page look dead, 


tar Consider subheads to break up 


tar Don’t make your newsletter 
look like a ransom note. Strive for 
variety, but don’t use too many 
fonts and typefaces on one page. 
Such a mixture can make your 
newsletter look like something a 





kidnapper might send to the vic- 
tim’s family. Use the same type- 
face throughout your newsletter 
for the body of your text. > 


long stretches of text and give the 
reader a break. 


tar Type set in upper- and lower- 
case reads about 13-percent faster 
than type set in all capitals. Keep 
this in mind when writing long 
headlines set in capital letters. 


6 Questions an Editor Should 
Answer Before Publishing 


When designing a newsletter for any group, think about the impact your publi- 
cation will have on its readers. Answer these six basic questions before you 
publish, and there’s a good chance you'll keep your readers and even gain 
some new ones. 





1. What do you want to achieve? 

Do you want to keep user group members informed of club happenings and. 
events? Do you want to attract new members? Do you want to publicize club 
events, review software, promote the sale of club disks? Decide what you 
want to do and what results you are seeking; then design your newsletter to 
accomplish those goals. 


2. Who are you trying to reach? 

Determine your audience. As newsletter editor, you probably want to reach 
other 64 or 128 owners. Gear your message to your readers and give them 
what they want. 


3. Where's the best place for your message to appear? 

A newsletter may be the best vehicle for what you have to say, but is it the 
best one? Would a simple flyer or even a form letter be better? It depends on 
what you want to say, how much you have to say, and how much effort you 
are prepared to devote to the project. 


4. When do your readers need this information? 

No sense telling group members about upcoming events after they've hap- 
pened. Create deadlines and be sure to allow enough time for the writing, lay- 
out, printing, and distribution of your publication. 


5. Why do people need this information? 

You want group members to be informed about their computers and interested 
enough to attend meetings. You also want to attract new members to your 
group. Give readers information they can't get elsewhere. 


6. How are you going to produce this message? 

Multipage newsletters are ambitious undertakings. Reading a newsletter takes 
minutes of a reader's time, but preparing a newsletter takes hours of an 
editor's time. Make sure of your publishing capabilities, your software, and 
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your hardware before you start. 








tar Poor readers have an easier 
time reading ragged right columns 
than columns set in justified type. 
Good readers have no problem 
with either. Justified type with 
large gaps between words can be 
annoying. 


tar Color is an effective design el- 
ement that can add spice to your 
newsletter, but it can be expen- 
sive, Consider shading instead, A 
light-gray screen behind a box of 
text or a graphic can be appealing. 


tar Place your articles in well-de- 
fined spaces. Readers shouldn’t 
have to guess where an article 
starts or ends, 


tar Make certain that photos or 
graphics relate to their articles and 
are placed nearby. 


tar Don’t use graphics simply to 
use graphics. Think twice about 
importing a piece of clip art; un- 
less you have a good reason for 
using it, don’t. 


tar Minimize clutter. Articles 
should have their own designated 
areas, separate from others, 


tar Use a thin line or rule to sepa- 
rate unrelated stories or articles, 


tar Don’t overuse boxes, rules, 
and lines. 


tar Don’t feel you have to fill ev- 
ery bit of space on a page with 
text or graphics. 


tar Don’t use two spaces after a 
period. That's fine for business 
letters, but it wastes space in a 
newsletter. 


tar’ Don’t butt heads. Headlines 


should not be placed next to one 
another—they tend to fuse. 
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4 Questions After You’re 
Up and Running 


Now that you've planned and designed your newsletter and have an issue or 
two under your belt, here are a few more questions you should ask yourself, 


1. Do | have to do everything? 

Newsletter editors shouldn't write every word themselves. Solicit articles and 
contributions from other club members. But there's other work involved with 
publishing a newsletter. After it's been written, proofed, and laid out, someone 
has to take the newsletter to the printer. Then, someone has to pick up the 
completed newsletters, fold them, address them, take them to the post office, 
and mail them to members, The editor is often stuck with these chores, Look 
for additional help, and delegate, delegate, delegate. 


2. How do | fill three more pages? 

Have a realistic idea of how much space you need to fill. When you ask for 
contributions, make sure writers know how much copy you expect. No sense 
asking for a two-page software review when you have space for only a couple 
of paragraphs, On the other hand, trying to fill a whole page by padding a 
200-word article is just as bad. 


3, Why can’t | load this file? 

Make certain that contributors submit material in a format compatible with your 
word processor or publishing program. If not, you'll have to retype everything. 
If there is a compatibility problem, have contributors submit text as a sequen- 

tial ASCII file. Most word processors can convert files in this mode. 


4, What happens when I’m on vacation? 

One newsletter staff member may love doing all the critical tasks, but what 
happens if that person goes on vacation or for some other reason isn't avail- 
able? Train other club members to do your job, and make sure more than one 
person can complete all the other necessary tasks, 











tar Give a page a center cf inter- 
est; the reader's eye will find one 
if you don’t. Lead the reader to a 
story with a headline or a large, 
well-placed graphic. 


tar Pay attention to photos and 
graphics. Most pictures draw the 
eye in one direction or another. A 
photo of a person looking to the 
reader's right will cause the read- 
er’s eye to drift right. If this photo 
is placed near the newsletter’s 
right-hand margin, the reader’s 
eye will drift off the page. Place a 
right-facing graphic on the left 
side of the page. Place it to the 
left of its story, and the reader’s 
eye will be drawn to that story. 


tar You wouldn’t use a copyright- 
ed article in your newsletter, so 
don’t use copyrighted graphics 
without permission. 


tar Proofread everything; then 
have someone else proofread 
everything. 


tar Design, like tact, is a failure if 
it's noticed, Readers should notice 
the information and not the meth- 
od in which it is presented, 





E Pub 


body. The main text of an article. 

body type. The type style used in the main text. 

boldface. Printing in a similar style and size as text type, but made to appear darker with thicker lines. 
box. A section of type enclosed by a square or rectangle. 

caption. The text that identifies or explains a photo or graphic. Also called a cutline. 

column. Vertical sections of text in a page layout. 

condensed. A style of type that takes up less space than a font's normal amount. 


The text that appears in a publication (excluding heads and graphics). 
coon eit ration. ano tons or graphic. 
as eo a eceanaeeiteed for planning or design purposes. 
expanded. A style of type that takes up more space than a font's normal amount. 
flush left. Type that is aligned along the left margin of a column. 





isher’s Glossary 


flush right. Type that is aligned along the right margin of a column. 

font. A complete set of letters and numbers in one typeface and size. 

gutter. The white space between columns or between two facing pages. 

headline. A title usually set above an article and made larger than the normal type. 

justify. To align text along the margin of a column. (See ragged.) 

kern. To adjust spacing between letters. mi 

layout. The arrangement of text and graphics o1 aU & A ri G t 
lead. The opening sentence or paragraph in an article. 


leading. The space between lines of type. (Pronounced /edding.) 


logo. Short for jogotype. Usually a stylized combination of text or drawings used as a symbol for a corpora- 
tion or an institution. 


pica. A printing unit of measure, approximately equal to 1/6 inch. Heights and widths of pages and columns 
are often measured in picas. 


point. A unit of measure in typesetting. One point equals 1/12 pica and approximately 1/72 inch. 


tagged. Unjustified text (not vertically aligned). Almost all the type in this magazine is set ragged right, while 
the left margin is justified. 


sans serif. Type styles that do not have the small strokes (serifs) at the ends of characters. 
This is sans serif type. 


serif. Type styles that have small strokes at the end of characters. Most of the type in this magazine is done 
in this style. This is serif type. 


subhead. A headline used within the body of the text. It is used to introduce new sections in the article and 
as a design element to break up large areas of text. 


typeface. A complete set of characters in a particularly designed style. 6 


Condensed Cec 
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OLAP 
aHOT 


John Fedor 


The score’s five up and time is run- 
ning out—only 20 seconds left. 
Your opponent is pushing the puck 
up the ice, trying desperately to get 
around you. But this time, your de- 
fenses are impenetrable. Suddenly, 
a mistake—the puck slides free. 
You grab it and race for the goal. A 
glance at the clock: five, four, 
three.... You fake right and then 
shoot left. The goalie lunges, but to 
no avail. The puck’s in the net— 
you win! 

“Slap Shot” is a two-player, 
arcade-style game requiring quick 
reflexes. The object of the game is 
simple: Using two players, a goalie 
and a forward, you must outscore 
your opponent in a game of ice 
hockey. Slap Shot features many of 
the aspects of this sport, including 
checking and a puck that some- 
times leaves the surface of the 
ice. Two game options are 
also provided; games can be 
based on time and on the 
number of goals 
scored. 


Getting Started 
Although Slap 
Shot is writ- 
ten in ma- 
chine lang- 
uage, it 
loads and 
runs like 

a BASIC 
program, 
To en- 
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Lace up your 
skates and hit 
the ice in this 
fast-paced, two- 
player, ice 
hockey game for 
the 64. Two 
joysticks required. 


ter it, use ‘‘MLX,’’ the machine 
language entry program found else- 
where in this issue. When MLX 
prompts you, respond with the val- 
ues given below. 


Starting address: 0801 
Ending address: 1B00 


When you've finished entering the 
program, be sure to save a copy to 
tape or disk before you exit MLX. 
To start the game, plug two joy- 
sticks into your computer; then load 
the program and type RUN, A title 
screen will appear showing a time 
limit (labeled TIME) of five minutes 
and a score limit (labeled SCORE) of 


‘ ten goals, A highlight bar is posi- 
“tioned over the word TIME. Push 


‘either joystick up and down to move 
the bar between TIME and SCORE. 
The position of the highlight bar 
when the game begins determines 
whether the game will be based on 
elapsed time or on the number of 
goals a player scores, 





The red forward attempts a shot on goal 
from close range. 
continued on page 18. > 






























THE ONLY AUTHORIZED VERSION OF N ' 
THE ARCADE HIT “STRIKE ZONE!” f 
Take Orel Hershiser’s place on the 

pitcher's mound and BLISTER that 

horsehide over the plate! Mix your. 

fastballs with sliders and sinkers to 

keep the batter off his guard. 

When you're up to bat, you not only 

control your swing, but your 

runners too. You decide when to 

go for that extra base on a long 

drive, or when to steal. 

To improve your batting average, 

try the Home Run Derby. Feel 
the power when you connect 
with the ball and send it 
deep into the outfield, 
of even into the stands! 
All the action and 
adventure of the 
major leagues, 
ina computer 
game for 
one or two 
players! 


HOME)” 
VISIT D 


IBM 3-12" 
Commodore 64 





LICENSED FROM 


MELBOURNE HOUSE 
18001 Cowan Irvine, CA $2714 Tel (714) 833-8710 w~ TRADEWEST. 


Melbourne House is a member of the Virgin Mastertronic Group. 
CORSICANA, TEXAS. 








Adda 
professional 
look to text 
and graphics 
screens with 
this short 
machine 
language 
routine for 
the 64. 





The 64’s screen, with its simple bor- 
der frame, was fine when the com- 
puter was introduced, but it pales in 
comparison to the displays generat- 
ed using today’s state-of-the-art vid- 
eo techniques. With “Backdrops,” 
you can bring your 64's video dis- 
play up to date. This program lets 
you specify the color of each screen 
line and then superimposes text 
over the custom background. What 
results is a dramatic 3-D effect. Be- 
cause the backdrop includes the bor- 
der region, the screens you create 
resemble those seen in television 
commercials, sports telecasts, and 
news programs. 


Getting Started 

Backdrops is a two-part program. 
The first part (lines 10-220) is a 
demo. The remainder contains the 
machine language routine (lines 
1010-1110) that actually creates 
the backdrop, a FOR-NEXT loop to 
clear the backdrop to black (line 
1030), and the code for three sam- 
ple backdrops (lines 1120-1360). 
To prevent typing mistakes while 
entering Backdrops, use ‘The 
Automatic Proofreader,”’ found 
elsewhere in this issue. Be sure to 
save a copy of the program to disk 
or tape when you've finished typing. 


To install Backdrops, load and 
run the program. Once the ML data 
has been POKEd into memory, fol- 
low the instructions on the screen 
to view the sample backdrops. If 
you wish to use the backdrop rou- 
tine or any of the sample backdrops 
in your own programs, simply add 
lines 1010-1360 to your program 
and execute a GOSUB 1010 before 
using Backdrops’ commands. 





This screen illustrates a dramatic 3-D 
effect achieved with “Backdrops.” 


Using the Program 
To access Backdrops’ features, you 
must use three SYS commands. The 
first, SYS 49152, activates Backdrops. 
The second command, SYS 
49185, toggles the screen on and off 
(the backdrop remains visible). This 
continued on page 18.> 


No other training—in school, on the job, 
anywhere—shows you how to trouble- 
shoot and service computers like NRI 





PACKARD BELL COMPUTER 
HARD DISK NEC v40 dual speed (4.77 MHz/8 MHZ) CPU, MONITOR 
20 megabyte hard disk drive you install ‘512K RAM, 360K double-sided disk drive. Hl v0.12" 
F igh-resolution, non-glare, 
Home ror ceca eo monochrome monitor with ttt and 
TECHNICAL MANUALS 
DIGITAL MULTIMETER 
With professional programs and 
quick and: cay “te slg comesete: 
DISCOVERY LAB 
LESSONS Complete breadboardi 
Clearcut, illustrated System to let you destan and 
uli ‘modify circuits, 
understanding and repair fais 
‘step by step, 

DIGITAL 
scones rite 
Including Ms-D0s, cw 
BASIC, word processing. 
database and: spreadsnéet anaival Pag sttal 
programs, circult operation. 


Only NRI walks you through the 
siepeoyietep assembly of a powerful 
XT-compatible computer system you 
keep—giving you the hands-on 
experience you need to work with, 
troubleshoot, and service all of today’s most 
widely used computer systems. You get all it 
takes to start a money-making career, even a 
business of your own in computer service. 


No doubt about it: The best way to leam to service computers is to actually 
build a state-of-the-art computer from the keyboard on up. As you put the 
machine together, performing key tests and demonstrations at each stage of 
assembly, you see for yourself how each part of it works, what can go wrong, 
and how you can fix it : 
Only NRI—the leader in carcerbuilding, at-home electronics training for 75 
years—gives you stich practical, real-world computer servicing experience, Indeed, 
ino other training—in school, on the job, anyhere— shows you how to trouble: 
shoot and service computers like NRI. 


You get in-demand computer servicing skills as you 
train with your own XT-compatible system—now 
with 20 meg hard drive 
With NRI's exclusive hands-on training, you actually build and keep the powerful 
new Packard Bell VXB8 PC/XT compatible computer, complete with 512K RAM and 
20 meg hard disk drive 
‘You start by assembling and testing the “intelligent” keyboard, move on t0 test 
the circuitry on the main logic board, install the power supply and 54" disk drive, 
then interfice your high-resolution monitor, But that’s not al 


Only NRI gives you a top-rated micro with complete 
training built into the assembly process 


Your NRI hands-on training continues as you install the powerful 20 megabyte hard 
disk drive—today's most wanted computer peripheral—included in your course to 
dramatically increase your computer's storage capacity while giving you lightning- 
quick data access, 

Having fully assembled your Packard Bell VX88, you take it through a complete 
scrics of diagnostic tests, mastering professional computer servicing techniques as you 
take command of the full power of the VX88's highspeed V40 microprocessor. 

In no time at all, you have the confidence and the know-how to work with, 
troubleshoot, and service every computer on the market today. Indeed you have 
what it takes to step into a fulltime, money-making career as an industry technician, 
‘even start a computer service business of your own. 


No experience needed, NRI builds it in 


You need no previous experience in computers or electronics to succeed with NRI. 
You start with the basics, following easy-to-read instructions and diagrams, quickly 
























ym the fundamentals 10 
sophisticated computer servicing 
techniques. Step by easy step, you 
get the kind of practical hands-on 
experience that makes you uniquely 
prepared to take advantage of every 
opportunity in toxay's top-growth 
field of computer service 
What's more—you lean at your own 
pace in your own home, No classroom 
pressures, no night school, no need to 
quit your present job until you're ready 
to make your move, And all throughout 
your training, you have the full support of your personal NRI instructor and the NRI 
technical staff always ready to answer your questions and give you help whenever 
you need it 








Your FREE NARI catalog tells more 


Send today for your free full-color catalog describing every aspect of NRI’s innovative 
‘computer training, as well as hands-on training in robotics, video! audio servicing, 
electronic music technology, security electronics, data communications, and other 
growing high-tech career fields. 

If the coupon is missing, write to NRI School of Electrc 
Continuing Education Center, 4401 Connecticut Avenue, 





PCT and XT are reghtred rademars of lucrtational Busines Machines Corporaon 

 (giundunhantetentestastententententen anton | 
School of F 

VV La) ee Hl 
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Programming 
> Slapshot continued trom page 14. 


If you want the game to last for 
a certain length of time, position the 
highlight bar over TIME; then push 
either joystick left or right to in- 
crease or decrease the time limit 
(1-99 minutes). If you want the 
game to be decided by the number 
of goals a player scores, move the 
highlight bar to SCORE; then push 
either stick left or right to select a 
winning score (1-99 goals). Press 
either fire button to begin the game, 


Player Control 

Each team consists of two players: a 
forward, who is a roving offensive/ 
defensive player, and a goalie. Joy- 
stick 1 controls the forward and goal- 
ie for the red team; joystick 2 controls 
the players for the blue team. 

To maneuver your players, 
push the joystick in the direction 
you want to move. Response isn’t 
instantaneous because you're on 
ice; at the same time, it’s not so 
sluggish that you'll become frus- 
trated. The goalie moves up and 
down with the movement of the 


joystick, so take care if you're trying 
to move the goalie and the forward 
at the same time. The goalie can 
only block the puck (by touching 
it). The forward can grab the puck 
when it is moving freely on the ice. 

To steal the puck from your 
opponent's forward, press the fire 
button when you come in contact 
with this player. To check your op- 
ponent’s forward, press the fire but- 
ton rapidly while pushing against 
this player, Your opponent will lose 
the puck and some stability (more 
on that later). 

To shoot the puck, hold down 
the fire button. The longer you hold 
it, the more velocity the shot has. 
The puck will begin moving when 
you release the button or when 
maximum velocity is reached. Since 
the puck travels in the direction 
your stick faces, you must be care- 
ful not to shoot it into your own 
goal. If you shoot the puck hard 
enough, it lifts off the ice, casting a 
shadow, While the puck is in the 
air, forwards can’t touch it. But 
goalies can deflect it at any time. 


Stability 

Below each player's score is a stabil- 
ity bar. The longer the bar, the more 
stable the forward. If a forward is 
checked, he loses stability. When 
all stability is lost, a forward will no 
longer be able to move (the goalie 
can still move). Control returns to 
the forward as soon as his stability 
bar increases to a third of its full 
length. 

When one forward loses com- 
plete stability, the other forward 
has a greater chance to score a goal 
since he no longer has to contend 
with the other forward. However, 
since the goalies remain active, 
you’re not automatically assured of 
scoring a goal, 

The game ends when time is 
up or when one player reaches the 
score limit set at the beginning of 
the game. If time runs out and the 
score is tied, the player who scores 
next wins. 

When a game ends, you're re- 
turned to the title screen. To play 
again, press either fire button. 

See program listing on page 82. & 





> Backdrops continued trom page 16. 
command allows you to turn off the 
screen, print to it, and then make it 
reappear instantaneousiy. Thus, 
the user sees only the completed 
screen. By calling this command re- 
peatedly, you can flash the contents 
of the screen. 

The third and last command, 
SYS 49201, turns off Backdrops. 


Design Considerations 

For many applications, the three 
backdrops provided with the demo 
will suffice. To select one of these 
custom backdrops, execute the GO- 
SUB that corresponds to that back- 
drop. To draw a laserlike backdrop, 
type GOSUB 1130; to draw a line 
backdrop, type GOSUB 1240; and 
to draw a plank-like backdrop, type 
GOSUB 1290, 

If you wish to design and pro- 
gram your own backdrops, you'll 
need to understand a little about 
how Backdrops works, Much like 
text and graphics screens, Back- 
drops reserves an area of memory 
for color storage, specifically loca- 
tions 50040-50254. Every other 
byte in this range contains the color 
value (0-15) for two raster, or 
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screen, lines. Thus, location 50040 
contains the color value for the two 
top screen lines, location 50042 
contains the color value for the two 
lines below this, and so on. 

By POKEing different color 
values in the range 0-15 into the 
backdrop color memory, various 
backdrops can be created. For ex- 
ample, the following line: 


FOR T=50040 TO 50254 STEP 
2:POKE T,0:T=T+2:POKE 
T,A:NEXT 


draws a zebra pattern of black and 
white lines, To see how more com- 
plicated backdrops are created, take 
a look at the sample routines in the 
demo. 

When using Backdrops, you'll 
find that large letters look best, es- 
pecially if a shadow is added to en- 
hance the 3-D effect. But most 
importantly, Backdrops can also be 
used with multicolor graphics mode. 
For an eye-catching title screen, 
combine a graphics screen contain- 
ing fancy letters (drawn with a paint 
program) with a backdrop. The re- 
sults are really impressive. 

See program listing on page 85. G 
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Overrun! 


Overrun! is possibly the most complex 
war game available for the 64. But com- 
plexity is not a problem here: The user 
interface makes Overrun! easy to con- 
trol, and the pace of the game is fast. 
SSI, long known for its line of computer 
war games, has put into this latest re- 
lease the same effort and attention to 
detail we've come to expect. 

Overrun! is an excellent simulation 
of the modern battlefield. Four basic 
elements are used: Armor, Artillery, 
Infantry, and Air, Command, Control, 
and Communications, the all-important 
links between the forces, are also pre- 
sent. Overrunt’s detail is amazing: Units 
are individual tanks, guns, and squads. 
All details are tracked by the com- 
puter—strength of armor, unit morale, 
and ammunition—right down to the last 
bullet in an infantryman’s rifle. 


Overrun! is an excellent 
simulation of war at its 
most complex: the 
modern battlefield. 


Despite all of the elements and de- 
tails, the program is easily controlled. 
You move the units and plot the fire, 
and the computer handles the rest, 
With a tabletop game of this complex- 
ity, it would take days to complete a 
major battle, but Overrun! handles the 
job in less than three hours. Likewise, a 
full campaign would take tabletop 
gamers well over a year to run, but the 
program takes you through World War 
III in less than two days, 

Play isn’t all that simple, however. 
As with all war games, decisions are 
many and situations are ever-changing. 
After selecting a scenario and passing, 
the copy-protection question, you set 
up your forces. Move each unit into 
place, or let the computer set up for 
you. Once in position, the game begins. 

Orders are given to units through 
their headquarters (HQ). It is very im- 
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portant that a player understand the 
use of an HQ, Lose just one, and all of 
its subordinate units become computer- 
controlled. Lose the supreme HQ, and 
all your units become computer- 
controlled. 





Reading the manual isn’t enough 
to fully understand and play the game. 
You must master all the options if you 
expect to succeed, Fire is handled by the 
computer, You control who shoots at 
whom, where your units move, how 
fast and high your helicopters fly, and 
so on, Gameplay is fast and furious, but 
I never lost time hunting for any avail- 
able option. 

The Overrun! package includes two 
games. The first is the NATO-Warsaw 
Pact battles of World War III, probably 
the game most people will select first, 
All major and minor units are here, 
from the powerful M-1 Abrams Main 
Battle tank to the smallest infantry 
squad. French, German, and British 
units also appear, along with their Soviet 
counterparts, 

The second game, the Mideast 
Wars, lets you fight battles on World 
War III's southern front or control the 
fighting between Israel and the Arab 
countries, Theres no lack of detail here. 
The scenarios are well designed and 
promise to keep your attention for 
many months, 

The next attraction is the Map/ 
Scenario design utilities, where you can 
create a full battle, including maps. If 
you're not ready to tackle the editor, the 
program will build a map and recruit 
the forces for you, while you set the 
parameters, 

Overrun!’s documentation is almost 








faultless, Along with SSI’s usual manual 
comes briefing books for the built-in sce- 
narios, listing standard formations and 
statistics for all individual units. The 
information is extremely detailed and 
mostly accurate, although many veteran 
war gamers and U.S, Army servicemen 
and -women will quickly note some er- 
rors. (All the listings for U.S, tanks con- 
tain errors in one form or another.) But 
play isn’t affected terribly by this. 

All things considered, Overrun! de- 
livers excellent play and great value for 
the price, 

—Erik Olson 


Overrun! 

Strategic Simulations 
675 Almanor Ave. 
Sunnyvale, CA 94886 
$49.95 


Chomp! 


Chomp!'s subtitle is Just when you 
thought it was safe to go back in the water. 
It might have been called Just when you 
thought goldfish led easy lives—try this 
game and learn otherwise. 

You begin life in a pet-shop gold- 
fish bowl. You are alone save for brine 
shrimp dropped in as food, The object 
is to eat enough shrimp to grow large 
enough to leap out of the bow! and into 
an adjacent tank, If you think that’s 
easy, then it's obvious you've never 
been a goldfish. 

Should you refuse this mission, 
you'll turn green and die from lack of 
oxygen. (Really, I’m not making, this 
up.) It might seem to be a nice idea to 
simply relax and eat whatever shrimp 
fall your way—you probably thought 
your own goidfish did this—but it is in 
the nature of life to strive for something 
better. In this case, something better is 
the river, 

To get to the river, however, you 
have to grow large enough to leap from 
your fishbowl into the tank. Miss, and 
you'll land ona shelf and suddenly find 
your carcass being flushed away—a 
fate endemic to dead fish. 

Succeed, and you'll end up in a 
partially covered tank inhabited by oth- 


er fish, all intent upon taking bites out 
of you. Since bites sap your strength, 
the idea is to eat and grow large enough 
to take bites out of them. All of you are 
competing for the same food supply, so 
you'll have to be fast. If you're not fast 
enough, you'll turn blue, an indication 
that you're about to shrink. Eat some- 
thing quickly and you may be able to 
stave off the change. 

Staving off the cat is another mat- 
ter. From time to time you'll see its paw 
reach into the water, fishing for... you 
guessed it. It is simply not interested in 
the other fish, and you have no escape 
once caught. In the scene after you are 
caught, the cat is licking its chops. 

If you manage to stay away from 
the cat, you'll still have to contend with 
a monkey equipped with a fish net. Ap- 
parently, the pet-shop owner is away. 
Or perhaps he has a most liberal atti- 
tude toward his charges. 

Avoiding the cat and the monkey 
is a matter of diving deep among the 
aquarium plants or hiding under the lid 
that partially covers the tank. Of 
course, if you don’t move you'll suffo- 
cate, and if you don’t eat you'll starve. 
The choice is yours: green death or yel- 
low death, But you can get lucky. 





The partial cover presents an addi- 
tional hazard to your progress. As you 
try to make the leap from this tank to 
the next larger tank, you'll want to aim 
for the correct opening in the cover. 
Otherwise, you'll probably hear that 
flushing sound again. 

The object of the game is to pro- 
gress from one tank to another. Each 
tank is larger than the last, giving you 
more opportunity for growth, but each 
succeeding tank also holds larger fish. 
When you've completed all the tanks 
on one shelf, you'll have to leap to the 
next shelf, If successful at every level, 
you'll be able to leap through the win- 
dow to the river and freedom. 

How many shelves are there? | 
don’t know. And modesty—or shame— 
forbids me telling you the level I've 
attained, 

Chomp! is controlled by a joystick. 
Jumping is a matter of using the stick 
and the fire button in combination, per- 
haps the simplest controls I’ve seen in a 
long time. But don’t let that give you the 
idea the game is easy. There is as much 
challenge here as in anything I've seen. 

Graphics and animation are excel- 
lent, with the movements of the fish re- 
alistic, Sound consists of music 


reminiscent of the monotonic theme 
from the movie Jaws, The documenta- 
tion is more than I expected for a game 
of this type, but it never takes itself seri- 
ously and can be read with pleasure. 





Besides attaining the freedom of 
the river, you'll also earn points for 
your actions. Eating brine shrimp, flake 
food, and a water bug will add to your 
score, as will eating other fish. Further, 
if you are in a tank with a shark and eat 
the water bug, you'll switch sizes with 
the shark. What a joke on him. 

Your running score is shown in a 
status line at the bottom of the playing 
screen. At the end of a game, after 
you've used your allotted lives, enter 
your name or initials next to your score 
on a hall of fame roster. 

As a new idea in computer gaming, 
(or a cleverly disguised old idea), 
Chomp! scores high marks for originali- 
ty and innovation. It should provide 
hours of fun and challenge for anyone 
tired of shooting at pink aliens. 

—Ervin Bobo 


Chomp! 

Cosmi 

431 N. Figueroa St. 
Wilmington, CA 90744 
$24.95 


The Honeymooners 


Jackie Gleason's smiling face rises on a 
harvest moon above the Brooklyn sky- 
line, while the computer warbles a 
squeaky rendition of the theme song 
from “The Honeymooners.” The lyrics 
appear at the bottom of the screen, re- 
plete with a bouncing ball that keeps 
time with the music for those who want 
to sing along. 

The primary purpose of First Row’s 
The Honeymooners is to entertain, but 
there’s more than that. The game pays 
affectionate tribute to the television clas- 
sic that inspired it, providing “Honey- 
mooners” fans with the perfect vehicle 
to indulge their nostalgia for the show. 

The premise of the game is based 
on an actual “Honeymooners” episode 
and revolves around one of the show's 
favorite themes: Ralph Kramden’s eter- 
nal quest for money. This time, he 


needs to raise $223 within a week for 
train fare to attend the Raccoon Lodge's 
annual convention in Miami. 

Up to four Ralph surrogates can 
join in the scramble for cash, competing 
against each other and the clock. Play- 
ers earn money by participating in vari- 
ous moneymaking schemes that take 
the form of several arcade game se- 
quences. (The Honeymooners’ plot bears 
more than a passing resemblance to an- 
other game with its roots in television’s 
past: Cinemaware’s The Three Stooges.) 

In the first game-within-a-game, 
you join Ralph on the job, driving a bus 
around New York City, Stealing a scene 
from Pac-Man, this sequence requires 
you to maneuver the bus through the 
city’s maze of streets, gobbling up pas- 
sengers instead of little dots. Your pay 
at the end of the day depends on how 
many passengers you manage to deliv- 
er to their destinations, 





As I'm sure anyone who has ever 
driven in New York can attest, other ve- 
hicles pose a primary threat to your 
safety, not to mention to your pay- 
check, Suffer a single fender bender, 
and you forfeit your earnings for the 
turn. The same occurs if you fail to re- 
turn to the bus depot before the time 
limit expires. Your pay gets docked for 
each passenger who remains on 
board—if you make it back to the de- 
pot. The bus-driving segment is un- 
questionably the most challenging part 
of The Honeymooners, and you may 
wonder how anyone ever earned a liv- 
ing this way. 

The game's second act also fea- 
tures a maze, but this time it gives you a 
rat’s-eye view of the New York City 
sewer system, Ed Norton stars in this 
scene. The script calls for Norton to fix 
as many leaks as he can find and return 
to the surface within a designated 
amount of time. He carries a map show- 
ing the layout of the pipes and the loca- 
tion of the leaks, but, true to the 
stupidity for which he was famous, he 
quickly loses it, 

Nevertheless, compared to the de- 
molition derby your bus negotiated on 
the streets above, tramping around in 
the sewers is like a walk in the park. 
The only hazard here is the possibility 
of becoming irrevocably lost, But, given 
the limited size of the sewer network, it 
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Reviews 


would take a mentality the size of Nor- 
ton’s to accomplish that feat. 

The third segment brings Alice and 
Trixie into the picture. Enlisted by 
Ralph to help him solve his cash-flow 
problems, the women have landed jobs 
at Morgan’s Department Store, assem- 
bling jigsaw puzzles for display in its 
toys section, 

The puzzles take the form of 
scenes from actual “Honeymooners” 
episodes scrambled on a four-by-five- 
block grid. The program rewards you 
with a dollar for each piece correctly 
placed before time runs out, regardless 
of whether you complete the entire 
puzzle. Admittedly, at this payment 
rate, your earnings will probably fall 
short of even the 1960s’ version of 
minimum wage. But at least you are 
guaranteed something for your labors, 
as opposed to the bus scenario where 
scores of 0 are routine. 

The game injects an element of 
strategy by letting you choose which 
sequences you'd like to repeat once 
you've run through them all. The pro- 
gram also gives you the chance of dou- 
bling your daily winnings by answering, 
a “Honeymooners” trivia question, 

In the annals of computer games, 
The Honeymooners certainly occupies a 
strange niche. Consider again what the 
program asks you to do—drive a bus, 
repair sewer leaks, and assemble puz- 
zles. In contrast to the fantastic and fre- 
netic pursuits found in most arcade 
games, The Honeymooners seems posi- 
tively mundane by comparison. 

But in the context of its subject, this 
kind of activity makes sense and ac- 
counts for a large measure of The Honey- 
mooners’ charm, After all, Ralph was a 
bus driver on the TV show, while Nor- 
ton worked in the sewers. The game’s 
content, from the opening screen to the 
final graphic of Ralph in his Raccoon 
Lodge garb, is deeply rooted in and 
neatly recalls the world of the TV series. 
As an exercise in nostalgia, The Honey- 
mooners resurrects many memories for 
anyone who has seen the TV show. 

Unfortunately, a couple of prob- 
lems detract from the product's appeal. 
First, if you aren’t a fan of “The Honey- 
mooners,” or if the series simply pre- 
dates your own time, then at least some 
of the game's charm will be lost on you. 
The manual does a brave job of at- 
tempting to enlighten the uninformed 
as to what the show was all about, but 
it’s hard to bridge the generation gap in 
a few pages of exposition. Second, the 
program suffers from the computer- 
game equivalent of too many commer- 
cial breaks—lengthy pauses every time 
a new screen is loaded. 

Is The Honeymooners a game for the 
faithful only? Not exactly. But if men- 
tion of a television show about honey- 
mooners makes you think of “The Love 
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Boat,” then perhaps you should ask 
yourself whether it’s worth spending 
$30 for the privilege of driving a bus. 

—Jeff Seiken 


The Honeymooners 
First Row Software 
3624 Market St. 
Philadelphia, PA 19104 
$29.95 


Modem Wars 


Violence in the twenty-first century has 
moved from the battlefield to the foot- 
ball field, and Modem Wars, courtesy of 
Electronic Arts, brings the action into 
your home. Each team still has a goal 
line, but robots have replaced linemen, 
and pads and helmets have evolved 
into armor and bionics. 

After the opening scenes of this 
Dan Bunten game (Bunten is the creator 
of several classics, including M.U.L.E.), 
you're asked to find a map in the 52- 
page manual and identify it. Once past 
this copy-protection scheme, several 
options appear: Compete with a modem 
opponent, practice with solo trainer, 
watch, save, or load a game film. 

Try the practice mode, and Modem 
Wars offers seven war scenarios: Scrim- 
mage, QB Sneak, The Bomb, Face-Off, 
Sluggers, Full War, and Defenders. 
These games range from simple to com- 
plex, allowing you to field from 2 to 50 
players per side. 





You are the quarterback, and the 
mobile Command Center (Comcen) is 
your headquarters. If it gets knocked 
out, the game is over. Under your com- 
mand are Grunts, basic foot soldiers; 
Riders, your cavalry; Boomers, big 
guns; and Spies, your reconnaissance 
units. Once a scenario is selected from 
the menu, the main playing field ap- 
pears in the form of a topographic map. 
Your forces are represented by the red 
squares, but your opponent's blue 
squares don’t appear until your troops 
make contact with them, 

To the right of the main screen is a 
closeup area that lets you identify indi- 
vidual robots. Place your cursor on a ro- 
bot, and its profile appears on a screen 
below. Listed are its type, energy level, 
weapon mode, and action taken: mov- 
ing, repairing, fighting, stunned, or dug 
in. 


To move your forces, place the cur- 
sor on a robot and press the fire button. 
You'll see setting destination appear on 
the profile screen. Move the cursor any- 
where on the playing field and press 
the fire button again. The unit begins 
moving to that destination, Move to an- 
other robot and repeat the process as 
often as you like. 

You may want to hide your Com- 
cen behind a hill or in a forest for pro- 
tection while sending out spies and 
troops to locate and engage the enemy. 
The enemy will be searching for you. 
Robots fire automatically when the en- 
emy is within range. You may wish to 
commit more of your forces to that area, 
but, remember, this is a mobile battle- 
field: The enemy may have pulled back 
and disappeared by the time your 
Grunts and Riders arrive. 





Ina game such as Scrimmage, there 
are two ways to win: Knock out the ene- 
my Comcen or move more troops than 
your enemy moves across his back 
(goal) line before time runs out. 

After a game, watch an accelerated 
replay of the entire battle on the game 
film. All forces are visible, and you can 
see your enemy’s tactics and where you 
made mistakes or earned points. 

But there's plenty more to do with 
Modem Wars. In advanced scenarios 
you have a radar console and a drone 
console. Drones are your offensive air 
units that can be launched and guided 
toward enemy positions, They pack a 
wallop. If you hear a drone alert, imme- 
diately go to your radar console. You 
can spot an incoming drone and at- 
tempt to shoot it down with your guid- 
ed missiles. Radar also helps you spot 
hidden enemy units. A repair screen 
and a statistics screen round out your 
Comcen’s capabilities. 

Playing solo is fun, but the com- 
puter is tough to beat. Modem Wars 
comes into its own when you compete 
against a human opponent. The game 
supports ten different modems—Com- 
modore, Hayes, and others—but it took 
me several frustrating attempts to make 
cross-town contact. Finally, I discov- 
ered that my Aprotek modem works 
only in the game's 1670 modem mode. 
You may have to experiment if your 


modem isn’t listed on the game disk. 

Once contact is made, one player 
chooses from the seven scenarios and 
play begins, Comments, quips, and in- 
sults may be typed while the game is in 
progress. If a problem arises, you can 
also signal for your opponent to pick up 
the telephone and talk, 

I contacted Gazette reviewer Erik 
Olson and challenged him to a few 
rounds of Modem Wars, (Players can be 
found by contacting Commodore user 
groups or by leaving messages on local 
bulletin boards, CompuServe or Quan- 
tumLink also have online areas to help 
you locate other modem gamers.) Since 
I edit Olson’s reviews and arrange for 
him to be paid, I assumed he would be 
an ideal opponent. At this point I'll re- 
linquish control of this review to him 
and let him call the play-by-play action 
as I take control of the blue team and he 
commands the red forces, 

Olson: The two sides set up in a 
scrimmage formation much like the old 
American football lineup, The whistle 
blows, and the game begins. Incredibly, 
both quarterbacks decide to sweep their 
robots right. Blue gains an early advan- 
tage when the Red QB moves his flank- 
ers into a strongly held Blue position. 
While Red is pinned down, Blue’s 
flankers get a clear run to the back line 
and earn terrain points, 

Red, however, commits his rear 
line to the battle. Lasers fly, and the bal- 
ance returns as Red kills enough robots 
to make up for Blue's early lead, leaving, 
several Blue and Red robots smoking, 
on the battlefield. No Comcens are de- 
tected, so both sides make the run for 
the back line with their remaining 
forces, Red reaches first, followed rap- 
idly by Blue. Both sides then turn back 
to the battlefield, looking for enough 
kills to break the tie, No joy in Mud- 
ville, however—time runs out and the 
score shows a draw, 

The second game, The Bomb, is 
even simpler—just the two Comcens, 
hiding somewhere, each armed with 
drones and missiles, At the starting 
gun, Blue charges straight across the 
center line, while Red flanks left, look- 
ing for cover. 

Several clicks pass while the two 
quarterbacks eye their radar consoles, 
each looking for the other. Blue gets 
first spot and lobs a drone at red. Red 
misses the interception shot but man- 
ages to dodge the heavy missile. Red re- 
turns fire, with little luck, but notices 
the Blue Comcen trying to cross the riv- 
er—a tactical mistake. Red fires all of 
his drones into the Blue Comcen, dam- 
aging it badly, but not enough. Now 
Red is helpless against Blue’s drones. 
Red runs for the forest, while Blue 
sends up drones and missiles. Fortu- 
nately for Red, the whistle blows just 
before Blue can finish him off. Red wins 


on points—96 to 84. Not the best of 
endings, thinks Red, but any victory is 
better than nothing. The two quarter- 
backs meet after the game, watch the 
game film, and discuss mistakes and 
surprises. 

Netsel: OK, Olson, I didn’t like the 
way that last game ended. That was a 
lucky shot. I was robbed, and I demand 
a rematch, The next time your phone 
rings, be ready to face one mean Modem 
Wars veteran. 

By the way, your check is in the 
mail. 

—Tom Netsel and Erik Olson 


Modem Wars 
Electronic Arts 

1820 Gateway Dr. 
San Mateo, CA 94404 
$34.95 


Time & Magik 


As an adventure, Time & Magik follows 
a familiar pattern: making danger-filled 
trips through mazes and rooms, pursu- 
ing artifacts needed to complete your 
mission, then dashing for home with- 
out getting killed, 

Where the game makes its mark is 
through the use of time. Rather than be- 
ing a single adventure, Time & Magik is 
a trilogy where rooms exist in different 
times. And it has graphics, although 
they are of the slide-show (nonanimated) 
variety, 





In the first section of the trilogy, 
your mission is to thwart the Time 
Lords who would seize control of time 
and bend eternity to their will. To do 
this, you must locate nine artifacts, one 
from each time zone that range from 
the far past to the far future. 

The second section deals with find- 
ing the lost Red Moon Crystal, the last 
source of magical power. The conclu- 
sion of the trilogy centers on recovering 
the stolen Crystal from the mad Myglar 
before he can misuse its power. 

The first scenario deals with time 
travel; the other two seem to take place 
on a single stage where magic is the 
key; hence the name of the game. 

Though this brief summary of the 
plot may make Time & Magik appear to 
be just another adventure game, I'll 
point out that you can add more sub- 
stance to the scenario by reading the 
short story that makes up most of the 
documentation. 


The adventures begin in the your 
own house in the wake of a blinding 
flash caused by the meddling Time 
Lords. Make the proper moves and 
Father Time will appear to explain both 
the plot and your mission, as well as 
how to travel in time by entering the 
grandfather clock, There you'll find a 
cogwheel with the numbers 1-9, each 
number representing a different time 


zone. 





Each time zone holds an artifact 
necessary to the game's ultimate solu- 
tion, but, of course, you have no idea 
what you're looking for or even where 
to look until you find an object marked 
with the symbol of a magical hourglass. 
The solution is to explore and examine 
everything—houses, gardens, volcanic 
wastelands—and pick up everything 
you can, Artifacts should be used only 
as necessary to stay alive. Try to make it 
to your destination, a cauldron at the 
End of Time, with the rest. 

Some artifacts are necessary only 
to advance the game and, once used, 
may be discarded. You'll find examples 
of this in various stages of the game. In 
one house, as you ascend the stairs, you 
are told there seems to be a hollow wall 
panel in the stairwell, The panel ap- 
pears utterly sealed until you go to the 
second floor, enter the music room, 
take a lute, descend the stairs, and play 
the lute before the panel, which magi- 
cally opens. 

This scene is indicative of the mix- 
ture of legend, myth, and science evi- 
dent throughout Time and Magik. It's the 
stuff of which good adventures are made, 

While Time & Magik does share 
some common ground with other ad- 
venture games, the use of time travel to 
navigate safely through various periods 
of past and future gives the game a 
needed inventive twist. 

About 75 percent of the screen is 
occupied by a graphic, with the remain- 
ing space reserved for communications. 
A bit of advice: Side 1 of the disk shows 
only a picture of the grandfather clock, 
but after you’ve booted the game, flip 
the disk over and access the entire li- 
brary of scenes. Should you wish to re- 
view moves, the graphic may be pushed 
out of the way to reveal more text. 

The parser, that part of the game 
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with which you communicate, is very 
good. It understands simple sentences 
and reacts to requests phrased in a vari- 
ety of ways. 

‘Another interesting device is the 
Undo feature. Should you become 
hopelessly entangled, Undo will move 
you back several spaces in time to a 
point before you made your mistakes, It 
can even bring you back from the dead. 
This seems entirely appropriate in a 
game whose main theme is time travel, 
The documentation is sparse and hin- 
dered by the necessity of including in- 
structions for five computer systems, 
The slide-show graphics are very nicely 
done, but they contribute nothing to 
the game except for scenery. And if you 
get hopelessly stuck, there is always the 
clue book. 

The arrangement of clues is as ar- 
cane as the game itself, You are directed 
from one numbered paragraph to an- 
other rather than simply being told 
what you need to know, But I doubt the 
game would be any fun at all if the an- 
swers were easy, and it’s better to have 
obscure clues than to have none at all. 

On a 5-point rating system, I give 
Time & Magik an overall grade of 3. It’s 
entertaining but not extraordinary, fun 
but not completely captivating, and 
puzzling but not unsolvable—a fair 
value for the money. 





—Ervin Bobo 


Time & Magik 
Datasoft 

19808 Nordhoff Pl. 
Chatsworth, CA 91311 
$29.95 


Western Games 


What do arm wrestling, tobacco-quid 
spitting, cow milking, dancing, bean 
eating, and shooting bottles of beer 
have in common? They're all contests 
enjoyed by people in the Old West. 
And they all comprise Western Games, a 
frontier spoof for the 64 from DigiTek. 

This no-frills, one-disk package 
has you playing these off-the-wall pas- 
times against either the computer or an- 
other varmint of your choice. All your 
favorite Western characters are here in 
humorous, full-color scenes, from the 
beer drinkers and the bartender to the 
dance-hall girl and the piano player. 
Their comments about the goings-on 
appear over their heads in cartoon-style 
balloons. Western music even sneaks 
into the background from time to time. 
Here's a rundown of the events: 

Arm wrestling. You and your op- 
ponent meet arm to arm. Best two out 
of three wins. 

Beer-bottle shooting. While the vil- 
lage idiots hold the bottles, mugs, and 
glasses, you try to shoot them out of 
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their hands. Hit all five targets faster 
than your opponent to win. 

Quid spitting. Bite, chew, and spit 
tobacco juice into a spittoon. Part of the 
object is not to swallow the quid of to- 
bacco during the contest. 


Everyone's favorite 
Western characters— 
from beer drinkers and 
bartenders to dance-hall 
girls and piano players— 
are here in humorous, 
colorful scenes. 


Milking: Dairy farming has long 
been mechanized and computerized, 
but here you get a chance to milk a cow 
by hand. Fill up the milk can before 
your opponent. 

Dancing: Follow the dance-hall girl 
and keep the beat. There’s audience 
participation in this one: A cowboy 
who don’t like your dancin’ will bash 
the piano player. He won't play agin 
less’n you buy him a beer, 

Eating competition: First to eat the 
pot of beans wins. Burping is discour- 
aged ‘cause it takes up time, an’ it ain’t 
polite, neither. 











The games are fairly self-explana- 
tory. Perhaps that’s why DigiTek saw 
fit to supply only the sparsest of docu- 
mentation, For each one there is a de- 
scription of the windows that take you 
through each event, brief directions for 
the joystick, and remarks from Cowboy 
Tottle—sort of a Western-style com- 
mentary on what's going to happen, 

There are no loading instructions, 
no explanations of scoring or the dollar 
amounts that appear in the window, no 
words about what to expect betwéen 
games, What hints there are about how 
to play exist solely in Tottle’s remarks. 
You have to read between the lines— 
a lot. 

Now, ideas zip down the concept 
pike in the computer world, They fly 
along in bunches, knocking, into each 
other, rubbing off bits, and picking up 


scraps from other ideas like a mutual 
exchange of lint on a crowded city 
street. Many bear a close resemblance 
to others in the crowd, but that doesn’t 
mean they’re equal. Two ideas can be 
great in concept, but while one suc- 
ceeds brilliantly in execution, the other 
stumbles, Western Games’ concept is 
fine. It’s something like Caveman Ugh- 
lympics updated about a million years 
in that it parodies more serious 
“games” programs. It’s amusing, clev- 
er, and graphically superb. Yet where 
Caveman Ugh-lympics stays within the 
bounds of manageability, Western 
Games overreaches itself. 

Its playability is in the difficult-to- 
impossible range (barring extended ses- 
sions at the computer). Although you 
supposedly can play it by using the key- 
board, the game favors joystick users. 
While the computer and joystick are cer- 
tainly capable of doing all the game re- 
quires, it asks too much, Joystick moves 
are intense and too refined. The milking 
game demands a motion similar to con- 
tinually shifting from first gear on up to 
fifth, to reverse, and back again. 

Dancing requires ten different joy- 
stick movements. Even if you can re- 
member all the moves, computer 
response can be poor and occasionally 
nonexistent. The quid-spitting game 
seemed impossible. Simplifying the 
joystick moves would make Western 
Games a bit easier to master and a lot 
easier to enjoy. 

However, if you don’t mind spend- 
ing a lot of time working past the frus- 
tration of conquering these games, they 
are fun, Artistic, animated cartoons; a 
clever sense of humor; a well-conceived, 
balanced (if nutty) concept—Western 
Games has all of these. In some sections 
it loses out only in its execution. For 
dedicated game players, however, that 
can be part of the challenge. 

—Robin Minnick 


Western Games 

DigiTek 

8910 N, Dale Mabry 

Suite 37 

Tampa, FL 33612 

$29.95 & 





COMPUTE!'s Gazette is looking for 
utilities, games, applications, 
educational programs, and tutorial 
articles, If you've created a pro- 
gram that you think other readers 
might enjoy or find useful, send it, 
on tape or disk, to: Submissions 
Reviewer, COMPUTE! Publications, 
P.O. Box 5406, Greensboro, NC 
27403. Please enclose an SASE if 
you wish to have the materials 
returned. Articles are reviewed 
within four weeks of submission. 











ACTION REPLAY v5.0 


THE ULTIMATE UTILITY /.,BACKUP CARTRIDGE FOR THE C64/128 


* Action Replay allows you to Freeze the action of rita WARP 25 
Memory Resident Program and makeya,complete back 
up to disk = and, that: 


hy) features meme 







SavorLoad Avalable straigh 


RAMLOADER 


+ You can also oad oad most of your commercial originals 25 times fasta! With our special LSI ogic 
processor and BK of onboard Ram, Action Replay offers the world's fastest Disk Serial Turbo, 





UNIQUE CODE CRACKER MONITOR 


+ Froeze any program and enter a fll machine code monitor 









is ENTIRETY, That 
ators products, 











MORE UNIQUE FEATURES 


+ Simple Operation: Just press the button at any point and make a complete backup of any* 
memory-resident program to tape or disk. 
+ Turbo Reload: Al back ups reload 

























SUPER CRUNCHER — ONLY 508 
+A ublty to turn’ your Action’ Replay 5 Into a’ 
super pawertl, program compactor. Reduce 
programs by up fo 50%! Further compact pro: 
grams already cruched by ARS's compactor. 







GRAPHICS SUPPORT DISK - 
ONLY $19.99 


To take advantage of ARS's unque power, we 
ve prepared a suite of graphic suppor facies, 

SCREEN VIEWER: View scroons in a ‘side 
show’ sequence, 

‘+ MESSAGE MAKER: Add scroling messages 
to ydut saved ecreens wih music 

+ PROSPRITE: A fll spite editor. 
ZOOM LENS: Explode sections of any saved 
screen 10 ful size, 


DATEL 
COMPUTERS 


















64/128 (Giate type), 


original. 





256K SUPEROM EXPANDER Only $49.99 

* 8 sockets eack accep! BK thru 32K ROM or EPROM 
chips 

* On board operating system — no programs to load. 

* Menu driven — just press a key to load program, 

Select any Hot under software controls, 

Unique EPROM generator feature will take your own 

[programs — basic of m/c ond tum them info autostart 

EPROMs (EPROM bumor required). 


ROBOT ARM - Only $89.99 

Humon-like dexterity To manipulate small objects 
Accessories: Commodore 64 Interface, ‘Finger’ Jaws, 
Shovel/Scoop, Magnatic Attachment, 2 Joy Sticks 

* Uses 4 "D" size batteries (not included) 

= Works with or without interface: 


MIDI 64 — Only $49.99 

* Fullspecification MID! inteitace at a realstic price. 
+ MID) IN » MIDI OUT + MIDI THRU 

* Compatible with Digital Sound Sampier, 








DATEL COMPUTERS 
3490 E. TROPICANA #67 
LAS VEGAS, NV 89121 
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ORDERS* 


CALL US FOR THE LOWEST PRICES ON OTHER HARDWARE & SOFTWARE 
DEEP SCAN BURST NIBBLER - Only $39.99 Complete 


‘+ Tho most powerful disk nibbler avallable anywhere al ary piicet 
* Bust Nibbior ls actually a two:part syslom — a software package and c paratel cable to connect the 1541/1671 fo 


'« What gives Burst Nibbler its power? Conventional nibblers have to decode the data from the disk before it can. 
transfer It using the serial port bus — when non-standard data are encountered they are beat, Burst Nibbier transfers 
data as row GCR code via the parallel cable without the need to decode It. s0 you get a perfect copy of the 


¢ Will nibble up to 4) tracks « Copy a whole disk in under two minutes. 
* Fitfed in minutes — no soldering required on 154] (1571 requires sokdoring). 
Software Only $19.99 » Cable Only $19.99 





"Add $4 Shipping & Handling in the U.S. ~ Add $14 for 
Foreign Orders — Canada/Mexico Add $10.00 ~ Virgin Is- 
lands, AK, Hi, FPO, APO Add $7.00 — Add $3.00 C. 


programs. 


+ Unique Pictu 
paddies form 
+ Compe 








Program: 
Fully Cor 
+ Dick Us 
Function Koy 
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MON-SAT 8AM — 5PM (PST) 


DIGITAL SOUND SAMPLER - Only $89.99 

* Allows you to fecord any sound digitally Into memory 
‘ond then replay tt with astounding effects, 

© Playback forwards/backwards with echo/reverb/ring 
modulation, 

* MIDI compatible with our MIDI 64 interface, 

‘© Fullsound editing and realtime etfects menu with wave- 
forms. 

‘= Powerful sequencer plus load/save function, 

* Une In— Mic In— Line Out— Feedback controls, 


Wis) ROM Il - Only $24.99 

‘Aroplacement for the actual kemal inside your 64 
Loadi/Saves most programs at &-6 times normal peed, 
Improved DOS support Including 10sec. format. 
Programmed function keys: Load. Directory. Old, ete 
Return to nomal kernal at fick of a switch, 

File copier « Special /O loader « Pius lots more. 

* Filed in minutes — no soklering usually required 


MOTHER BOARD - Only $29.99 
Saves wear on expansion port: 
Accepts 3 cortrdges (switchable) 











+ Sprite Monitor: View the Spi 
from one gama to another. Wipe out Sprites, 


Jo; Eticient co 
+ Sol Fie Al programs 


+ Unstoppable eset: Rest bun to Rei Sytem and Reset evan so caded Unstoppable 


1-800-782-9110 


ely independent of 
the frozen pr 
view tho animation on screen. Create custom 








programs — make yoursel invincible, Disable Sprie/Sprte Back 








red in Koala, Blazing 








niques — 3 programs per disk ~ 6 you use both sides. 


single flo for maximum compat 











0 utiles aro avalablo at one time from an intergrated 
n be Frozen to enter any Utity and the program is 


lay V gots its power. A special custom LSI chip 
the logic necessary for this unmatched Freezo/Restart power. No other 


this power! 


CUSTOMER SERV / TECH SUPPORT 


702-454-7700 
TU-SA 10AM- 6PM 















EPROMMER, 64 - ONLY $69.99 COMPLETE 
* Top quality, easy to Use EPROM programmer for the 64/ 
128, 
Menu-diiven sottwore/hardware package makes pro- 
‘gfomming, reading: verifying, copying EPROM''s simpiic= 
Ny sot, 
Program 2716 THRU 27256 chips ¢ 12.5 21 or 26 vos 

* Full feature system — all functions covered Including 
device check/verity, 
The most comprehensive. frendly and best value for the 
money programmer avaliable for 64/128. 
Ideal companion fot Superom Expander. 16K EPROM 
Board of any EPROM:basod project. 


TOOLKIT IV = Only $14.99 
The ultimate disk toolkit for the 154) with more features. 
than most for less, 

+ An absolute mist for the sorious dk hacker 

DISK DOCTOR V2 « HEADER/GAP EDITOR DISK LOOK — 
Recover lost files. Disassemble any program from the 
disk to SCREEN of PRINTER, Much, much mote. 

'¢ FILE COMPACTOR » FAST DISK COPY » FAST HLE COPY 
10 SECOND FORMATIER * ERROR EDIT » MUCH, MORE, 


SMART. CART - CARTRIDGE ONLY $59.99 
NOW YOU CAN HAVE A 32k CARTRIDGE THAT YOU PRO» 
‘GRAM LIKE RAM THEN ACTS LIKE ROM! 

© 32K psuedo-ROM — battery backed to fost up to 2 
years, 

* Make your own cartridge — even auto start types with- 

‘Out the need for on EPROM Bumer, 

Can be switched in/out via software, 

Turn your cartridge Into a 32K RAM disk with our RAM 

DISK software. 

SOFTWARE ONLY $14.99. 


Checks / Money Orders / C.0.0. Accepted + SPECIFY COMPUTER & 
DRIVE MODEL WITH ORDER « Please call for return authorization num 
D., ber, Other Retums subject to 20% restocking fee. 
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Gin OEARGH 


Generate and print three types of puzzles—word-search, 
number-search, and pictogram-search—with this versatile 
program for the 64. A printer is required. 


Word-search puzzles have been 
popular for many years. They're 
great for developing pattern-recog- 
nition, vocabulary, and spelling 
skills. Many newspapers offer word- 
search puzzles daily, and dozens of 
books devoted to them have been 
published. Over the years, many 
forms of this puzzle have evolved, 
Number-search and pictogram- 
search puzzles (constructed using 
graphics symbols) are two of the 
most common variations, 

With “Triple Search,” you can 
generate your own word-search, 
number-search, and pictogram- 
search puzzles. Not only does this 
program assist you in designing the 
puzzles, it prints them out as well. 
With it, you can create large, com- 
plex puzzles with words running 
vertically, horizontally, and diago- 
nally; or you can build smaller, sim- 
pler puzzles where the words are 
restricted to only a vertical or hori- 
zontal orientation, If needed, Triple 
Search will even print an answer 
key for you. 


Getting Started 

Triple Search is written in BASIC. 
To avoid typing errors while enter- 
ing it, use “The Automatic Proof- 


reader,” found elsewhere in this 
issue. When you've finished enter- 
ing the program, be sure save a 
copy to tape or disk, To get started, 
simply load and run the program, 

Triple Search’s menu screen al- 
lows you to select the type of puz- 
zle you want to design, Begin by 
pressing the number key corre- 
sponding to the type of puzzle you 
want to create. Then enter the size 
of your puzzle, Puzzles may be as 
small as a 10 X 10 character grid or 
as large as a 40 X 40 character grid. 

Enter the number of words, 
numbers, or pictograms to include 
in your puzzle. Then type each in. If 
you're building a number-search 
puzzle, be sure to enter only num- 
bers. If you're making a pictogram- 
search puzzle, enter the graphics 
characters shown on the front face 
of the 64’s keys. If you're designing 
a word-search puzzle, enter only al- 
phabetic characters, You can use 
spaces in your words, but Triple 
Search fills them with random 
characters when it generates the 
puzzle. To prevent this from hap- 
pening, don’t include any spaces 
when you enter your words. For ex- 
ample, you'd enter JOHN DOE as 
JOHNDOE. 
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PERSONAL & CORPORATE 
FINANCING NOW AVAILABLE 


(a3 128= D 


COMPUTER PACKAGES 





SPECIALI! 

#1 0/128-D DELUXE PKG. 
* C/128-D COMPUTER w/BUILT-IN 

DISK DI 


+ COMMODORE 1902 RGB COLOR 
MONITOR 
+ COMMODORE COLOR PRINTER 





#2 C/128-D COMPLETE PKG, 
ota aa COMPUTER w/BUILT-IN 


: otnooone COLOR PRINTER 


C/128-D WITH 1084S 
MONITOR 


We CAN (ee dre ANY OF 
PUTER PACKAGES TO 
your: SPECICATION, CALL FOR 
‘ORMATION. 





COMPUTER PACKAGES 
#3 COMPLETE PACKAGE 


* COMMODORE C-64/C COMPUTER 
+ COMMODORE 1541/C DISK DRIVE 
+ COMMODORE COLOR PRINTER 


+ 12* MONITOR 
+ GEOS,QUANTUM LINK SOFTWARES: 





#4 COLOR PACKAGE 
* COMMODORE C-64/C COMPUTER 
+ COMMODORE 1541-C DISK DRIVE 
fe Fedentrttat COLOR PRINTER 
+ COLOR M 
+ GEOS, QURNTUM LINK SOFTWARES 


$429 





\ Cz 3hC 
\ With GEOS 


NEW C-128D with 
Built-In Disk Drive 


1750 RAM EXPANSION CALL 
1700 RAM EXPANSION. 
‘81764 EXPANSION 








commodore 


Coe DRIVES 


1571 CALL 
C1581 $4799 
Ce isan $45995 


AMIGA 5 
500 529 
AMIGA 500 


More COLOR PACKAGE 
500 wiS12K « Buit-in 
‘ sk Drive *Mouse+ RGB 
Color Monitor + Free Sot. 


“$729 & 


AMIGA 500 With 1084S.. 
Awan 500 With 1084S 
1010 3.5" Drive. 


AMIGA 2500 


SMB RAM Built-in 35° Disk 


Drive + 40MBHard Ove $F 
Keyboard « Mouse Ariga 


System Software 


SS 











AMIGA 1010 DISK DAI 
|A-1680 MODEM... 99 | 
20,30,40,60,60 MB HARD DRIVES FOR 
AMIGA 500/2000... 
'A-2006D BRIDGE BOAR 
A-2286D AT BRIDGE BOARD. 
A-501 MEMORY EXPANSION... ures a 


ALL OTHER AMIGA PERIPHERALS 
& ACCESSORIES IN STOCK! 


1084S RGB COLOR MONITOR 
S279 























commodore 
COLT PACKAGE 
[ 1 Monitor COMMODORE 
1 _ ied PRINTERS 
— MPS-1250 1525 DOT MATRIX 
i PRINTER 
Qa $219 599 
COMMORORE COLT Compu. G40K DPS-1101 DAISY 
Dives + Nioowonor : 00s fal “pmiiren WHERE 
Sole 169 5169 
5659 
w/t Floppy & 20MB, SANYO PR-3000A 
Hard Drive.. Dalsy Whee! Lotter Quality Printer 





COMMODORE COLT 


w/1084S MONITOR. 
Za 





pew 
PC-40llI 


IBM AT 
COMPATABLE 





Bas ier pp «Video Graphics commodore 
2 ¥699 J AHONTORS 
COMMODORE 180; 
LMMIG, 
AMIGA 2000 


14-2000 Compute wikeyboard 1NB Exp, to MB 





COLOR MONITOR.. 


PRINTERS 





189.95 









Bustin 3.5* Dish Drive: CITIZEN 
$4429 0, Om 
eB on 
Per es SON exe 
L0-500.....$278.95 LO! $20.95 
cn anasonic 
' 
Hache (ge. 
Tet gegs i3 
1191, $70.5 
stoi 
wx so00, 1408 
A200 Cong wkntond = 35 Oak Oe IHRE Raion a 
Noon Ro Gr Wr Foon 8 IM ee ano 
Seltaare 2400, ect) 
$ OKIDATA 
wate 
SrA 
SRA 
SOMA 
SrATA 
wiz NEC se 
MB RAM 
Teles, JOYSTICKS 
FMouse - [a SONTROLCOMPETIION cry 
Pouk-9 3s sc Dive (BFS Saute coueeron ac: BS 
$ System Software Amiga Basic Sy oso” 28 


KRAFT ACE. $5 
$ Wig SLAC AK $295 
WIGO ERGOSTIOK st 
WICO 3-WAY. 1605, 


If you're generating a number- 
search or pictogram-search puzzle, 
you can have the program randomly 
generate the numbers or pictograms 
for you. If you choose this option, 
Triple Search prompts you for the 
length of the puzzle entries. Keep in 
mind that if you enter a length that 
is longer than one-third the size of 
the puzzle, Triple Search may not be 
able to generate the puzzle. 

Once you've typed in the en- 
tries, the program asks whether you 


want to list them at the end of the 
puzzle. If so, it also asks whether or 
not you want to sort them before 
printing. Answer both prompts 
with Y (for Yes) or N (for No). 


The Finishing Touches 

Before Triple Search constructs 
your puzzle, it asks you to select 
which orientations should be used 
in building the puzzle. You can 
have the program position entries 
vertically, horizontally, diagonally, 


THE PRESIDENTS PUZZLE KEY 


Dain 3 | 


eee 


“* 
a. 
o* 
* 


* 
. 
* 


*>ruorin 
. 
. 
. 


E 

F 

“> F 
o. B J a Behe fers 
*UA+e Re ee S 
4 in. GiGi 20S eRe 
oe UE Kise Ole a Vilioae 
= # A) SiacNee em led: 
se*NOe*ek *NR 
9) 6 vA NT) e's 6 G7U, 
* «Nee eee OM 
+16) #6 0s) meee eeneAl 
NNEDY+NN 
eWR de setes 


“Triple Search” 


. 
. 
ope 


. 
* 
. 
*ZOHOZ-TH>S* 


*Z—-xKxOZe* 


. 


ow 


generates an answer key (above) with the puzzle (below). 


THE PRESIDENTS PUZZLE 


F Ss 
E 
D 


G 


ZATKYSMOONATPSFUSZUN 
mZnxATUHeetun<Zz< 
ZrZz>Z>rncwnsAd 

ZZN<ZONANFS-ONNE 

Z<KQA<-maxxaayvHOtY 

AZroanZ=-rmrscxx Es zZ 

VZ>ZCraAmecn— 


cI 
= 
Mnar-moxnxnv<7r000Zz 0M 


EF <0<~0+=-Z0uzmnaam~ 


4 


fa 
G 
Y 
M 
E 
H 
L 
M 
B 
a 
(ce 
P 
E 
Z 
A 


FIND THE NAMES OF 


ADAMS, 
JACKSON 
KENNEDY 
NIXON 
TRUMAN 


H 
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QQRLI 
ZPUCK 
WRRWU 
OOBAL 
OsRE RS SiC 
tex riers 
ROQIC 
J UWNX 
WEWGN 
DXZTO 
OMCOX 
JQVNI 
BZSCN 
PFNQC 
AYFOQ 


PRESIDENTS IN THIS PUZZLE 


BUCHANAN 
JEFFERSON 
LINCOLN 
ROOSEVELT 
WASHINGTON 


both vertically and horizontally, or 
in all directions. 

Next, Triple Search lets you 
enter a title and a message for the 
puzzle. The title appears above the 
puzzle, and the message, below it. 
An example title and message 
might read: The Presidents Puzzle 
and Find the names of all the presi- 
dents in this puzzle. Type the title 
and message exactly as you want 
them to appear. Because the pro- 
gram prints a quotation mark at the 
beginning of the prompt, you may 
enter commas, colons, or any other 
punctuation marks as part of your 
title or message. 

After you’ve answered all the 
prompts in the program, Triple 
Search builds the puzzle, This gen- 
erally takes only a couple of min- 
utes, The time required depends on 
the number of entries that must fit 
into the puzzle relative to its overall 
size. Smaller puzzles containing 
many entries may take a long time 
to generate; some may even be im- 
possible. If the program gets stuck 
placing a word, press RUN/STOP 
and then run the program again. 
On your next attempt, create a puz~ 
zle with fewer words or increase 
the puzzle’s dimensions. 


Printing 

Triple Search prints the answer key 
using asterisks to mark the blank 
spots; then it prints the puzzle on 
the following page. When the pro- 
gram finishes printing, it asks 
whether you want to generate an- 
other puzzle or quit the program. 
Type Y to return to the main menu 
or N to exit to BASIC. 

Triple Search is designed to 
work with all printers, but it may re- 
quire some minor changes for cer- 
tain printers. After the program 
prints the answer key, it advances to 
the next page to print the puzzle. It 
assumes that the length of a printed 
page is 66 lines. If your printer uses 
a different page length, change the 
value of LN in line 190 to the correct 
length. Triple Search also assumes a 
page width of 80 characters. If your 
printer has a different page width, 
change the value of WD in line 190 
to the proper width. 

To print pictogram-search puz- 
zles, Triple Search uses ASCII 
codes 191-254. If your printer can’t 
print these characters, you won’t be 
able to print pictogram puzzles. 
See program listing on page 85.  G 





BOOT MAKER 


Tai Bush 


Make your programs boot like commercial 
software with this simple, yet powerful utility 
for the 64. Disk drive required. 


If you've ever spent time looking through back issues 
of your favorite magazine for a program's starting ad- 
dress, then “Boot Maker” is for you. Boot Maker causes 
BASIC and machine language programs to run auto- 
matically when you load them—no more searching for 
starting addresses or typing RUN. 


Getting Started 
Boot Maker is written in BASIC with machine language 
routines stored in DATA statements, To ensure accurate 
entry, use “The Automatic Proofreader,” found else- 
where in this issue, to type it in, Be sure to save a copy of 
the program to disk when you've finished typing. 
Before you run the program, determine the exact 
filename of the program you wish to make bootable. 
Next, load and run Boot Maker; then put the disk con- 
taining this program into the drive. At the prompt, en- 
ter the filename of the program. Next, enter Y if the 
program is written in BASIC or N if it requires a SYS 
command, (Note that you must enter Y for a machine 
language program that loads and runs as if it were in 
BASIC—a program like SpeedScript, for example.) If 
you type N, you'll be prompted for the starting address. 
Finally, enter a unique filename for the new boot- 
able program. (The filename must be different from 
any filename on the disk.) Boot Maker then creates the 
new program on disk with the filename you specified. 
To use the new bootable program, enter LOAD 
“filename”’,8,1, and your program will load and run 
automatically. Boot Maker works with any program 
except those that load into the cassette buffer at loca- 
tion 828, 
See program listing on page 81. G 


The High School Math 
Students Survival Kit 


The INTELLIGENT TUTOR High School Math Series is an outstanding way for 
students to develop their skills at all levels of high school math, Designed by 
‘educators, the series is extremely comprehensive and effective, 


Each program in the INTELLIGENT TUTOR series is complete and self: 
contained, and covers a full, one-year course, Each is designed to help students 
review and master basic principles and concepts, develop their problem-solving 
skills, and build their confidence 


sees $4995 
$49.95 
$49.95 
$4995 


ADVANCED TOPICS. ....... 
INTRODUCTORY CALCUL! 


+ $4995 
+ $49.95 
+ $69.95 


+ $269.95 





AVAILABLE FOR 
Apple Il Series, Macintosh 
Commodore 64/128 
IBM PC and compatibles, 


= 
10 ORDER, CALL @ 


(800) 521-4518 


When ondring add $4 
Anu residents al 


Intelligent Tutor” 


Software, Inc, * 9609 Cypress Avenue * Munster. IN 46321 


ad hating 
sales 8 





COPIES 99.50% OF PROTECTED SOFTWARE 
WITH POWER AND PARAMETERS TO SPARE... 
UPDATING (cost US $18.00) ADDS EVEN MORE. 
@ OVER 40 PARAMETERS built into the Invader Copying 


Modules are automatically called, when copying certain 
“Tough to Copy" disks. These are installed on SIDE 1 





© 412 EXTRA PARAMETERS, to copy most recent disks 
including RAPIDLOK & V-MAX! are installed on the 
DISK-INVADER. We always ship the LATEST VERSION. 


@ USE WITH 1 or 2 1541/1571 Drives or compatibles or 
MSD Dual Drive and COMMODORE 64 and 128 
(used in 64 mode). 

FAST File Copy Included, with 8 second 

NO KNOCK PERFECT FORMATTER 

FAST FULL Disk Copier for two 1541/1571 copies 
Inunder 1 minute 


FAST FULL Disk Copier for one 1541/1571 copies 
under 2 minutes 

| see PRICE P&P INCL. US $36.50 CDN $49.50 
We accept VISA. 


Pannen sana enocs crmmoner erro’ AVANTGARDE 64 


ons, add 92% sales 
1p 18 Place Charny, Lorraine 
Quebec J6Z 3X9, Canada 








Telephone: 1-514-621-2085 











Kaleidoscopes have long been a 
source of fascination and entertain- 
ment for many. ‘‘Diamonds,’’ a 
375-byte machine language (ML) 
routine, turns your 64 screen into a 
giant kaleidoscopic display. By 
passing parameters from a BASIC 
program, you can control the size 
and color of a diamond-shaped pat- 
tern. A demo is included to illus- 
trate some of the capabilities of the 
program. 


Getting Started 

Program 1, Diamonds, is written 
entirely in ML. To enter it, use 
“MLX,”’ the machine language en- 
try program found elsewhere in this 
issue. When MLX prompts you, re- 
spond with the values given below. 


Starting address: 0801 
Ending address: 0978 


Before you exit MLX, be sure to 
save a copy of the program to tape 
or disk. 

Although Diamonds is written 
in machine language, it loads and 
runs like a BASIC program. To acti- 
vate the program, type LOAD 
“DIAMONDS’”8; then type RUN. 
Diamonds places a multicolor char- 
acter set at location 14336, sets the 
top-of-BASIC pointer to this ad- 
dress, and then installs itself at lo- 
cation 16384, 

32 COMPUTE!'s Gazette October 1989 


Hubert Cross 
° 
Generate 
beautiful kaleidoscopic 
patterns on a multicolor, 
medium-resolution screen 
with this short machine 
language program 


for the 64. 





A beautiful, quilt-like, kaleidoscopic 
pattern generated by “Diamonds.” 


Program 2 is a demo that 
shows you how to access Diamonds 
from within a BASIC program, To 
prevent typing errors when enter- 
ing this program, use “The Auto- 
matic Proofreader,’’ also located 
elsewhere in this issue, 

To get an idea of what Dia- 
monds can do, load and run Demo. 
This program displays five different 
types of constantly changing 
diamond-shaped patterns. To ad- 
vance to the next pattern type, press 
any key. To pause the display se- 
quence, press SHIFT-LOCK; to 
continue, release this key. To return 
to BASIC, press a key during the 
fifth pattern or press RUN/STOP at 
any time. 


Create Your Own 

Diamonds’ medium-resolution 
screen is 80 pixels across and 50 
pixels high. The origin (0,0) for this 
screen is located in the upper left 
corner of the screen. To paint a dia- 
mond, specify its location (the coor- 
dinates for the center of the 
diamond), its size (the distance in 
pixels from the center of the dia- 
mond to one of its corners), and its 
colors. Then, call the machine lan- 
guage routine with the command 
SYS 16384. The ML routine sets up 
the medium-resolution screen and 
draws the diamond. > 







The 
BEST 
€64/128 
DISKS 


(elie lial UF -a 
Supported 
Software. 








Works with all 
Systems 


| 0 Backup 1541 - Make backups of important 
programs and data disks. 

0 Disk Utilities - Purge and merge files, format 
and validate disks, display directories, and much 
more! 

0 Auto Directory - A collection of directory utilities 
that make finding, loading, and copying files much 
easier, 


(0 Home Expense Manager - Helps you to develop 
and stick to a home budget. 
1 Home Inventory - Keeps a complete record ot all 
your household items and personal possessions. 
O Mortgage - Computes mortgage tables and prints 
| payment and interest information, 
Portfolio - Keeps track of your investments 
(profit/loss/value), 
| Your Net Worth - Tracks the value of your assets 
verses liabilities. 
| C Investment Calculator - Helps you to anticipate 
eared interest on your investments. 
(0 Mail List 64 - Stores and prints out labels of 
Clients, friends, relatives, club members, etc: 
(i Telephone Book - Keeps a record of important 
‘names and phone numbers. 
Car Cost & Miles - This program considers all 
the costs associated with owning your car and 
calculates, among other things, your cost per mile. 
O Cash Flow Evaluator - Tracks incomes verses 
outlays to help warn you about future cash problems. 
1 Checkbook - An excellent electronic check 
register that really helps! 
1 
CO Weight Watcher - Keeps track of and graphs 
your weekly weight loss. 
Oi Plan-a-Menu - Choose your foods, and the 
| computer will tell you nutritional information about 
the meal. 
Ci Astro-Biorhythm - Shows your personal 
) biorhythm for any given span of time. 
Gi Recipes - Allows you to store and retrieve your 
favorite recipes. 


O Trench Fire - Fly your X-wing fighter and fight 

against Darth Vader's Tie-fighters. 

Space Shooter - Try to stay alive by firing rockets 
| at enemy ships. 





oy 10 or More Disks 


Per Disk 


(Dragster - You choose the specs for your 

dragster and then race down the \4 mile track, 

C Bowling - A game of skill and reflex. Get strikes 

and pick up spares. 

C English Darts - You control the dart throw. Test 

your skill and strategy! 

ORit - Fly your Bi-plane and fight other 

planes and hot air balloons, 

O Yahtzee - Now you can play this fun dice game 

any time, 

0 U-boat 26 - Fire torpedoes to sink the ships as 

you avoid enemy mines and depth charges. 

O Blackjack - Test you skill and luck without going 

broke! 

Nuke Buster - Guard your cities against nuclear 

attack. 

Ci Golf - Avoid the green fees, play golf on your 
omputer! Has sand traps and water hazards. 

M.A.S.H. - You are the helecopter pilot 

responsible for bringing wounded soldiers to the 

407th. 

Cl Snow Cat - You are a rescue ranger who must 

save ski accident victims. 

Ci Last Warrior - You are the last starfighter, and 

alone you must protect your world from invading 

alien spaceships. 

Oi Centripod - Fire at snakes, bugs, and toadstools. 

Alot like Centipede. 





Ui President Quiz - Tests your knowledge of the 
US. presidents and their terms. 

O Typing Practice - Improve your typing skills 
quickly and easily! 

C Subject Shoot - Teaches kids basic grammar as 
part of a fun game. 

(O Munch Math - Quizzes with basic math 
problems. Correct answers cause PAC-MAN to eat 
dots. 

Ci Baseball Madlibs - Kids love this! Your child is 
asked to supply nouns, verbs, and adjectives, and 
the computer generates a (usually hilarious) baseball 
story. 





Ci Math Swim - Make the swimmer swim faster by 
solving basic math problems. 

C0 World Quiz - A fun quiz of capital cities of the 
world. 








Name 


Address 








City State Zip 





Phone (_ 





Visa/ MC. 





Sig SS 





Exp. Date___ 0 Send Catalog 




















O Check/MO 






Disks Ord 












Other “ 
Co SHIPPING $2US, s 
Foreign Add $4 


COD US. Only s 
(add 4 if you require COD) 












CUPS 2nd Day Air US.Only = S 
{add additional $3) 





TOTAL 
Visa/MC OCOD 


$s 















(oe) 1-9 Disks 


Per Disk 





$3 


Top Quality Blank Disks — Bulk Prices 
Name-brand 5%" DS/DD Disks. 

Price includes tyvek sleeves, Write protect 
tabs, user labels. 


25/$15 (.60/ea.) 50/$25 (.50/ea.) 
100/$45 (.45/ea.) 
Diskette Holders 


Holds over 50 5%" disks, 
Only $9.95 each! 


Diskette Notchers 
Allows you to use both sides of a disk — 
giving you twice the storage capacity! 

Only $4.95 each! 


Disk Drive Cleaner 
Provides important maintenance and is easy 
to use. Good for 9 cleanings. Prolongs the 
life of your disk drive! 

Only $5.95 each! 


SS SSS 


We carry only the BEST public domain and 
shareware software. Most disks contain several 
programs, but due to space limitations, only the 
highlights are listed. To make loading and 
running these great programs very easy, we 
have installed an easy-tocuse menu on each 
disk, To match the excellent quality of the 
programs we carry, we offer great customer 
service, We ship out all orders the day we 
recieve them. We also have a full-time support 
team to provide you with friendly service and 
helpful answers, We are very proud of our 
company and the service that we have provided 
to our many thousands of repeat customers. 
Please give us a chance to serve you! 


Our prices are $3.00 per disk. If your order is for 
ten or more disks, then you get a quantity 
discount for your complete order and your cost 
is only $2.50 per disk. Payment must be by 
check, money order, VISA, Mastercard, or COD. 
There is an additional $4.00 surcharge for all 
COD orders, COD is only available for orders 
sent within the U.S. Shipping and handling 
charges are $2,00 per order ($4.00 for foreign 
orders). We also offer optional “Premium 
Shipping” to our Continental U.S. customers. You 
can have your order in only two business days 
with UPS 2nd-Day Air for an additional $3.00. 













Character Cell for Medium-Resolution Screen 


————_ 49 ———— 









Bit-Pair 





aa | bb 











BP 


cc | dd 











To specify the coordinates of a 
diamond, place the x-coordinate 
(the horizontal position in the 
range 0-79) in location 251, and the 
y-coordinate (the vertical position 
in the range 0-49) in 252. Next, put 
the size value into location 253. Fi- 
nally, specify the colors as a four- 
bit pair value (BP) in location 254. 
(More on this below.) 

For example, to draw a large, 
randomly colored diamond in the 
center of the screen, enter the fol- 
lowing lines: 


10 POKE 251,40:POKE 252,25:POKE 
253,19:POKE 254,INT(RND(0)*256) 
:SYS 16384 

20 GOTO 10 


Note that Diamonds must be used 
from program mode. The ML rou- 
tine turns off medium-resolution 
mode when you enter direct mode. 

To understand how to use the 
variable BP, you need to know a lit- 
tle bit about the medium-resolution 
screen (see accompanying figure). 


Four pixels occupy each character 
cell on this screen. In Diamonds, 
these pixels are numbered 1 to 4. 
The pixel in the upper right corner 
of a character cell is 1, the pixel in 
the upper left corner is 2, the pixel 
in the lower right is 3, and the pixel 
in the lower left is 4, Each pixel 
number corresponds to its respec- 
tive bit-pair number in BP. 

The color of each pixel is taken 
from the registers at locations 2-5 
(see “BP Color Source Table’’), The 
bit pairs in BP determine which 
color register is used for each pixel. 
Each bit pair can have one of four 
values: %00, %01, %10, and %11. 
If the bit pair has a value of %00, 
the color for the pixel is taken from 
location 2, If the value is %01, loca- 
tion 3 is the color source; if the val- 
ue is %10, location 4 is the color 
source; and if the value is %11, lo- 
cation 5 is used. 

The color registers default to 
black (0), red (2), blue (6), and yel- 
low (7). Using the default colors, if 


BP Color Source Table 


Bit-Pair Values Color Source 


(aa,bb,co,dd) Register 
%00 2 
%01 3 
%10 4 
%11 5 
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Default Acceptable 
Colors Color Values 
0 (black) 0-15 

2 (red) 0-15 

6 (blue) 0-15 

7 (yellow) 0-7 


Medium-resolution 


Character 
Cell 





you set BP to 228 (%11100100; bit 
pair 1 = %00, bit pair 2 = %01, bit 
pair 3 = %10, and bit pair 4 = 
%11), a pixel drawn in the upper 
right corner of a character cell would 
be colored black; one drawn in the 
upper left, red; in the lower right, 
blue; and in the lower left, yellow. 

To change the pixel colors, 
POKE the new color values into ad- 
dresses 2-5 before calling the ma- 
chine language routine. Because of 
hardware limitations, you can use 
only eight color values (0-7) in lo- 
cation 5. In the other color registers 
(locations 2-4), you can use any of 
the 16 Commodore color values 
(0-15). 

If you wish to paint a diamond 
in a single color, use the following 
values: 


BP 0 (%00000000) Color from 
location 2 
BP 85 (%01010101) Color from 
location 3 

BP 170 (%10101010) Color from 
location 4 

BP 255 (%11111111) Color from 
location 5 


Any other value for BP will give 
you a diamond with pixels that al- 
ternate colors. 

If this discussion of BP has left 
you confused, don’t worry. You 
really don’t need to understand how 
it works in order to enjoy Diamonds. 
In fact, using random numbers for 
BP creates beautiful patterns. 

See program listings on page 78. & 





Have you ever tried to create a title 
screen from direct mode by typing 
in text and graphics characters? If 
so, you know the meaning of the 
word frustration. Although the 64's 
keyboard offers many choices, get- 
ting characters properly positioned 
on the screen is no easy task. And, 
if you use insert or quote mode, 
rather than moving the cursor, you 
may suddenly find yourself print- 
ing the equivalent control codes. 

Your next challenge comes 
when you attempt to incorporate 
your finished product, especially 
one containing color, into a BASIC 
program, When you add PRINT 
statements, everything on the 
screen tends to shift. Unfortunate- 
ly, it’s only after you've run the pro- 
gram and lost your original design 
that you discover what has hap- 
pened to your masterpiece. 

“Text Screen Editor” lets you 
design and save text screens with- 
out all this hassle, It disables insert 
and quote mode, clears the screen, 
and lets you type any key you wish, 
including control codes for color. 
When you've finished designing 
your screen, you can save it to disk 
and later load it into your BASIC 
program. 


Getting Started 

Program 1, Text Screen Editor, is 
written in machine language. Pro- 
grams 2 and 3 are binary files con- 
taining the screen and color data, 
respectively, for a sample screen. 
Use ““MLX,” the machine language 
entry program found elsewhere in 





Shao-Tien Pan 





Creating title screens like 
this is a cinch with “Text 
Screen Editor.” 


Create custom screens 
that you can load 
into your BASIC 
programs with this 
easy-to-use 
utility for the 64. 
Disk drive required. 








this issue, to type in these programs. 
When MLX prompts you, respond 
with the values given below. 


Program 1: 
Starting address: C000 
Ending address: | C2A7 


Program 2: 
Starting address: 0400 
Ending address: 07E7 


Program 3: 
Starting address: D800 
Ending address: | DBE7 


Be sure you save each program to 
disk before typing in the next one. 
Save Program 1 with the name 
TSE, Program 2 with the name EXS, 
and Program 3 with the name EXC, 

Program 4, ‘‘Demo,’’ shows 
you how to load a screen (files EXS 
and EXC) created with Text Screen 
Editor from within a BASIC pro- 
gram. To prevent typing errors, use 
“The Automatic Proofreader,” lo- 
cated elsewhere in this issue, to en- 
ter this program. 


Using Text Screen Editor 

To load and activate Text Screen Edi- 
tor, place the disk containing TSE in 
the drive and type the following: 


LOAD“ TSE",8,1 
SYS 49152 


To design a screen, simply 
move around the screen using the 
cursor keys and enter text or graph- 
ics characters as desired. While Text 
Screen Editor is running, BASIC is 
disabled, but the BASIC editor itself 
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is not. All the control commands 
you're familiar with still work. For 
example, to change the text color, 
press 1-8 while holding down CTRL 
or the Commodore key; to clear the 
screen, press SHIFT-CLR/HOME; 
and so on, 

Text Screen Editor works like 
the BASIC screen editor but it elim- 
inates several problems that can oc- 
cur when using this editor. First, it 
disables quote and insert mode, en- 
abling you to insert characters or 
type quotation marks without con- 
trol codes being printed. Second, 
the computer no longer inserts a 
line when you type characters be- 
yond column 40 in a logical line. 
And third, the screen won't scroll 
when you attempt to move the cur- 
sor beyond the last screen position. 

In addition to fixing some of 
the problems of the BASIC editor, 
Text Screen Editor adds several 
new features, To change the border 
and background colors, press f1 
and f2, respectively. To delete the 
line the cursor is on, press £3; to in- 
sert a line at the cursor’s position, 
press f4. To select the line the cur- 
sor is on for copying, press f5; to 
copy the selected line to the current 


cursor line, press f6. 

Saving and loading pictures in 
Text Screen Editor is as easy as 
pressing a key. Press f7 to load a 
screen, f8 to save a screen. When 
loading or saving a program, the 
bottom screen line is temporarily 
cleared and the cursor moves there. 
Type in a filename of no more than 
15 characters and then press RE- 
TURN (press the RETURN key 
alone to abort the load or save). 
Each screen is saved as two files: 
one for screen memory (saved with 
an S appended to the end of the file- 
name) and one for color memory 
(ending in C). Note: To load a 
screen from within Text Screen Edi- 
tor, just enter the filename without 
the S or C suffix. 

Once you've created a text 
screen, you can load it into your 
own programs using a nonrelocata- 
ble load (LOAD “filenameS”,8,1 and 
LOAD “‘filenameC’’,8,1). Take a 
look at the demo program to see 
how this is done. 

To exit Text Screen Editor and 
return to BASIC, press the RUN/ 
STOP key. To reactivate Text 
Screen Editor, type SYS 49152. 
See program listings on page 75.  @ 





GET MORE 
PLEASURE 
FROM THE 
BIBLE WITH 


‘The Computer Reference Bible 


Here's what LANDMARK will enable you to dor 
SEARCH THROUGH THE BIBLE--Find 
Phrases, words or sentences. 
DEVELOP TOPICAL FILES—-Copy from The 
Bible text and search results then add your 
‘own comments and notes, 
V COMPILE YOUR PERSONAL BIBLE— 
‘Outline texts in color. Add notes, 
comments, and references. Make your Bible 
Study organized and on permament record! 
CREATE FILES-- Convert them for 
wordprocessors like Paperclip and GEOS, 
V MAKE SUPPLEMENTARY STUDY FILES— 
For specific study and develop translation 
variations. 


NEW LOW PRICE! 
$119.95 


v1.2 for C64 and v2.0 for C128 
CALL OR WRITE TODAY FOR A 
FREE BROCHURE, WHICH SHOWS 
HOW VALUABLE LANDMARK CAN 
BE IN YOUR BIBLE STUDY 











P.A.V.Y. Software P.O, Box 1584 
Ballwin, MO 63022 (314) 527-4505 
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NOW AVAILABLE FOR THE AMIGA 


The MicroFlyte JOYSTICK, the only fully 
Proportional continuously variable joystick con- 
trol for Flight Simulator It 

, .It transforms an excellent program into a 
truly realistic fight simulation system” BA.C.E. 


MICROCUBE PRODUCTS 
Commodore 64/128 
+ MicroFiyte ATC Joystick ..... $59.95 
+ Test/Calibration Disk: A diagnostic tool for your 
i sees $4.95 

Amiga 
= MicroFlyte Joystick—Piugs into the mouse 

port & works with most software , $119.95 
+ Analog Joystick $59.95 
Include $4.00 shipping of joystick orders. FSI is 
@ trademark of subLOGIC Corp. 
Order Direct from: 


P.O. Box 488 
Leesburg, VA 22075 
(7031777-7157 


MICROCUBE 
CORPORATION 








ORGAN DONOR AUTHORIZATION 


Put the Uniform Anatomical Gitt Act, 
Thereby give, effective upon my deatty 


A._Any niveded organ or parts 
B__Parts oF organs listed 


Signature of Donor 


Date 





Hey, it’s no big deal. 

I's a simple legal form, that’s all. 
Take a minute. Fill it out. Sign it Carry it 
with you. It's the least you can do. 
Then no one can say you didn't do 
anything worthwhile with your life. 


Partnership for a 
Drug-Free America, N.Y., NY 10017 


Oe 


ew features Ike these, 


© Anew RAM Expansion Unit support mod lows REU owners to enjoy 
‘Quick File Copier & Fast Single Dr Nites 10 more disk swaps" 


© 64k video fam support for 128D s or C128's with 64k of video RAM This tvovides a memory twitter for enhanced 


copying capabilities 
© Have you ever lost valuable data to a fatal erro on Track 18? Eve 


does hours of intense, critical recovery work for you automatically! Simi 
1989 “Wish List” of dream utiities they d like to see! 
{An all new Advanced Sector Editor with 100% ML coding for 


And for GEO! 


‘operating environment 
{ORE PARAMETERS! Maverick v3 now boasts over 400 paramet 
destructive protection schemes of some of the world’s 


new parameters and special RAMBOard support capabil 


that left the competition stunned. because OUR parameters did NOT teq 
up with us. There are over TWENTY new RAMBOard support parameters I 
of special parameters that dont require the use of RAMBOard a 
proprietay read write verification routines that not only ein 
rom having to copy tilt boots. a sure sigh of an inter 
All of these new leatures are in addition t 
better valve on the market foday wed 
‘One more thing the next time you think about buying a program. remember 


Commodore ma order house inthe country 


IRICIZ. ™ wy 
Why Is This Program America’s Favorite Disk Utility System? 


‘All over the country, packs of imitators are running themselves ragged trying to answer that question They want to know why 
we're $0 popular They want to know what makes Maverick so special Well guess what - weve gong to tet them 
Maverick is the physical embodiment of a philosphy that has always been the foundation that Kracker Jax products are butt 
‘on. Work as hard as you can o create the very best product youcan And then improve Such isthe case with the new Mavenck v3 
Mavenck is already the most powerful archival system money can buy So haw do you Impvove on thal? By adding exclusive 


Q fast response w. 


ne a shor! NEW and then wished you hadn 
Our new Automatic Directory Recovery Utiity recreates Track 18 on 1541 formatted disks fo recover your tiles! T 
To an item on INFO Magazine's Ma 


that ether copy or e 
est software. Current Maverick owner 
ur parameters have been. but even they will be amazed by the enhancements and additions we've made. including, 
‘exclusive to Maverick 

Enhanced RAMBOard ” Support Beginning with parameter Module #3, we gave you the abilty to copy the Pocket 
2.0 series of productivity software Then Module #4 gave you parameters lor 6 V Max! 
physical drive speed modifctions to 
work, Now Module #5, included with Maverick v3. will forever separate us from the 

are without equal. plus a 
alll And our new V MAX! patameters uti 


inate the nood 10 alter deve speeds but also save you 


1 yOu re als 
‘makes that program. Will they be there for you in the future? You Anow we wil Because you v 
*See our review in INFO’s July/Aug ‘89 Issue! 


The New MAVERICK v3.0 - Only $34.95 
NOW INCLUDES PARAMETER MODULES 1, 2, 3, 4, AND 5 


Maverick v3 (Formerly Renegade) is available from Sottware Support International. Products that work: from a company that cares 


puying a ba of the company that 


3 ADDITIONAL 
MAVERICK 
FEATURES 


1541/1571/1581 fast file copier - any direction 
Single or dual state of the art Nibbler 

GCR Editor for the experienced hacker 
Parameters for those tough to backup disks 
GEOS” Module PARAMETERS & TOOLS 
GEOS'" file copier - works under desktop 

GEOS" sector editor - works under desktop 
Error scanner with unique sector editor 

Single of dual drive high speed data copier 
Directory editor helps you organize your disks 
Scrolling M/L monitor with Drive Mon 

Byte pattern scanner for high speed searches 
Works with C-64/C-128 & 1541/1571/1581 drives 
Extensive 40 page documentation included 
EXCLUSIVE Popular subscriber service available 
Technical support from our staff experts 


‘ely break’ the potentially 
know how dynamic 


Protected titles” parameters 
alors trying in vain to keep 


ge pumber 


Attention: Registered Maverick owners! 


esa Maverick V3.0 Upgrade is now available 
Only $9.95 


Parameter Module #6 is also available 
Includes #2, 3, 4, & 5 


Only $9.95 


lound in Mavenck 


made us the mast successti! 


WELCOME TO HACK U 


A School Of Higher Learning For A Select Few. 


Wolcome This \s a different kind of school Here, we will teach you about power 
The power of knowledge. The power of mastering a very specialized discip\ 
‘And the power of the Commodore 64/128 


Not everyone can qualify to enter Hack U. You've got to be self motivated 
‘we're certainly not going fo come to your house and hold your hand. You've got 
to be driven mastering the Commodore can be a long joumey, and is not 
recommended for the faint of spirit. And you've got to be intelligent - but your 
intellect must be tempered with equal doses of creativity and patience 


Think you quality? Good, Not many do. But there is one more thing you need 
to bring with you Curiosity Overwhelming, insatiable curiosity Because that's 
the {uel we'll use to power you on this journey 

I you'te among the few to stil be with us, congratulations This is where your 
journey begins The combined experiences of those who came betore you are 
here, available for you to use whenever you're ready. All it takes is making the 
first step. 


%* THE CSM NEWSLETTER COMPENDIUM / $29.95 


From 1984 to 1986, the Golden Years of Commodore hacking, the CSM Newsletters 
were THE best source of inside information on the complex world of copy protection 
This compendium provides you with the very best tips, tricks, hardware modifications 
and oxpert copy protection cracking techniques! If you're hungry for knowledge. this is 
‘8 great source, and highly recomended by the Kracker Jax team 


% THE CSMPROGRAM PROTECTION MANUAL VOL I $24.95 
The CSM books ate the logical starting place to begin your higher education in copy 
protection CSM. the original central clearing house of specialized info for hack 

best knowledge into these two books Volume | provides an overview of copy protect 
‘issues and provides you with a foundation of information to begin building on 


PLEASE READ BEFORE ORDERING: ie accept 
Prevent Sofware 

FPO APO. or 

cases FAST and DAY AIR avalabe 


ay a) please pe onder fo SB COD 


WARE and $100 fo each 3338 


2) E 
et shipment Al mones must be submted in US funds Caracas must cal cx wete fo hardware shppeg 


26 Diy A a or regular $350 S 6 H charge 


heong 
per pound adstora (US 8 sates on 


iy) Washo resderts please 203 76 
for Sues Tax Al prces sect 0 charge Al sales are fry unless auhonzed by management 


DEALERS — WE HAVE THE SUPPORT 


%* THE CSM PROGRAM PROTECTION MANUAL VOL II/$29.95 


ye Vlett off I covers the evolution of copy protection schemes, 

ccompslers, undocumented opcodes, encrypted programs: 
machine language, GCR data recording & reading, custom DOS routines lke halt tracks, 
extras sectors, & modified lormats, decryption & decoding techniques, and much more! 
This 1s 3 MUST READ for all serious Commodore users 


* KRACKER JAX REVEALED: VOLUMES, II, & Ill /$23.50 Per Volume 


'No serious hacker can be untamilar with the Kracker Jax name. The experts who created the 
award winning series of deprotection parameters were brought together to create a graduate 
Course of inside information forthe truly serious student of hacking. This is not an easy course 

sr song) recommend that you dont even ry the Reveled books unt you study for have 
‘experience equivalent to) the information in the CSM materials described above. But ance 
youre ready, you'l find tho Kracker Jax Revealed books to be the final step on the path to 
Copy protection mastery 


KRACKER JAX REVEALED Book | 


Uses 20 specific tutorials to introduce you to the unique concepts used by the Kracker Jax 
team Includes a ML monitor, sector editor, error scanner, reset switch, & more 


KRACKER JAX REVEALED Book II 


Gives you 20 more examples, and also reveals the secrots of the famous Rapidiok™ copy 
protection system’ Includes the legendary HesMon™ machine language monitor cartidge at 
NO ADDITIONAL CHARGE! 


KRACKER JAX REVEALED Book III 


{s the final book in the Revealed senes, Here, the student becomes the master as we show 
youn o create your own copy protection schemes, inching one tha can NOT be coped 
Y any nibbles currently on the market! This book takes you deep inside the 1541 itself, where 
new breed of ula ough protecton Ives. Order now & get our famous $19 9 Hackers 

Kit software package FREE! 


Mail your order to: Software Support, Int. 
ZT00NE Andresen Road / Vancouver, WAS8661 


our toll-free order line at 
56-1179. 6am-Spm Monday-Friday 

Pacific time 

Technical support available. Call 

(205) 695-9648. 9am-5pm — Pacific time. 

Monday-Friday. 

Orders Outside USA call (206) 695-1393, 
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The RAMBOard 
1541/1541C Version: $34.95 


1541 Il Version: $44.95 
1571 Version: $49.95 


‘The RAMBOard is an optional Maverick accessory 


“a 
Thanks For The Memory 

Most Commodore users aro content to uso their computers 
within the constraints placed on them by a limited amount of 
RAM. But some people want more, More speed. More power. 
‘And that means just one thing = more momory 

Power users havo long known that the idoal solution to their 
memory problems is out thera in the form of Commodore's 
Incredible 1750 RAM expansion module, Just plug it in and 
you've got a whopping 512k of onboard RAM - the same 
‘amount of memory found on most IBM computers! This is the 
memory cartridge that all serious Commodore powar users 
want. There's only one problem, 

You can't find them, 

That's right, Theso RAM units are almost impossible to buy. 
Wo've always specialized in finding solutions to Commodore 
tolated probloms - here's what wo came up with 

First, we bought brand new Commodore 1764 RAM oxpan- 

ho ones with only 256k of RAM onboard, Next, we 
had Chip Level Design engineer and produce a custom up: 
grade that takes a 1764 to a full 512k! That's the same halt 
meg of RAM as a regular 1750! Finally, wo tested each and 
‘evory cartridgo, and warranteed them tobe free from detects. 

Now there's nothing to stop you ftom taking your Commo- 
dora 64 oF 128 to levels of power and sophistication that the 
‘original designers never even dreamed of! Il you're using prog- 
rams like GEOS trom Borkeley; the Pocket Series from Digital 

31 Soutions; future vorsions of Maverick from Kracker Jax; Fleet 
Syston IV trom Professional Sotware; or the potent PaperClip, 
IN trom Battories Included; if you're using ANY of these prog: 
rams, you won't believe the difference that the extra memory 
makes! 

IMPORTANT NOTES - READ CAREFULLY 
*C-64/64¢ (but NOT C-1281128D) owners MUST buy a heavy- 
duty power supply to use these units. The power supply 1s 
NOT included - it's available from us seporately, 

“you ALREADY own a 1764 RAM cartridgo, we can upgrade 
It for you, Your unit MUST be in perfect working order for us, 
to upgrade it, The turnaround time on upgrades is approx. 2 
‘weoks. It will NOT be necessary for you to purchase a now 
power supply =the one that camo with your 1764 wil stil work 


ino, 
THE 1750 CLONE 


ONLY $199.95 
1764 UPGRADE 


ONLY $124.95 


PLEASE READ DEFORE ORDERING: Wo accopt mony oer, cra checks, VISA. MC an Discover 
Prev Stwice Supa stars may we C.OD a personal chcs Orders sped USA 8 sites) 
FPO. APO. ot prsesera. pease at $350 pr cor SB US zheng i by UPS para most 
Cases FAST fred DAY AR aval: 064 $10 pet pound aatonal (US 48 sates ony) Masha cr Hawa (a 
rds Supped nd dao). peas 9 $750 per ede lr S&H COD. avaabe US castors ony (0 AME a SR Te 
Stes) a6 $275 aorg wth ou S& Hehrges perc Conan casomes may cake be S 8Nehages | ESOT 

By reas $4 0 mum charge) he ft wo ces SOFTWARE ard $100 reac ators pace RUM Sa eS 

fer shomen. A ones must be samited n US Ares, Carasors mus cao wet tara corgi ae 


If You've Been Waiting For A Sign, This Is It. 
Introducing the 1581 Toolkit Version 2, the newest ncamnatan of the best program you can buy lor your 1581 disk drive 
How good is i? Well, V1 received 4 1/2 of a possible § stars trom INFO'™ magazine ~ and V2 ts even betier. What can it 
6o for you? Picture using your 1581 wih a 
“ FastDisk Copier + Track & Sector Editor 
Fast Fle Copi & Directory Editor 
Byte Pattern Search * Error Scanner 
* Relocatable Fast Loader 
+ File Track & Sector Tracer 
‘And V2 adds many new or enhanced foatures, iko the fact that both our single dive fast data copier and fast the copier 
"now support the 17641750 RAM expansion units for super-last one pass copies, or hke out 64k video RAM support fr 
owners! And remember also that al of our 1581 Toolkit utes use hypertast read wile routines and, wherever appropriate, 
{ull access ta partitions. 
‘So whether you'r thirking about buying a 1581 drive or you already own a 1581 dive, we guarantee youll never realy 


$24.95! 


NEW LOW PRICE: 
THE 1581 TOOLKIT (3.5 disk) ...... NOW ONLY 

VERSION 1 OWNERS: Upgrade to V2 by Sending us your Original Toolkit V1 disk along with $9.95 plus S/H 
Ever wish you knew more about your 1581? David Martin's book, “Tho 1581 DOS Reference Guide’, is what you've been, 


‘wishing for, Martins invaluable resource holds over 100 pages of detailod information that took over a year of soli resaarch, 


to compile, This exhaustive manual will show you the inner workings of the 1581 as nothing else can. Order now, and wo'l 
Include some additional tities lke a machine language monitor with DriveMon » the portact companion to Tha 1581 DOS, 


Relerence Gude! 
THE 1581 DOS REFERENCE GUIDE / $14.95 
SPECIAL OFFER: GET BOTH THE 1581 REFERENCE GUIDE AND THE 1581 TOOLKIT FOR ONLY $34.95 





Super Snapshot V4 
When The Going Gets Tough, The Tough Get Enhanced 


A lt of people aro probably tling you to got id of your Commodoro. They say tha tho B-bit machinas just aren't 
‘900d enough anymore, Bull biscuits, You don't need a now machine - you just noed some new capabilties, 
Fhagine having a powerful set of advanced utilties actually bull right into your Commodore's operating system, 
available from the instant you power up. That's what having a Super Snapshot cartnidga is tke. 
‘The fact ts, the cartridge just has too many features to go into dotall here, but picture how you'd feel about your 
ccompuiter i, at the touch of a button, you could: 

% Load programs up to 15 times faster! 

% Send Screen Dumps to your printer or Disk Drive. 

Archive many programs Into an unprotected format. 

+ Examine and manipulate running programs. 
Even the I8M'* and the Mac can't do what a Commodore can whon it's enhanced with the Super Snapshot 

artidge, Don't sel your systom short our mul tuntan cartidge wil ansiorm your Commodore into a machine 

you can be proud of. The Commodore computer and Super Snapshot V4 the power team for power users! 


Super Snapshot v4 - Only $64.95 
ATTENTION 128 OWNERS: C*64 Disable Switch avalabio, lows you to boot C-120 software WITHOUT removing 
your Super Snapshot cartridge! Add $8.00. PAL VERSION AVAILABLE: Add $4.00 more per unit for shipping, 


Also Available: THE SLIDESHOW CREATOR 


Now you can create dazzling slideshows from eye-catching screens that you've captured with Super Snapshot! 
OTtions include fade intade out, shutter on/off, pop onvolt, slide oniotf. Use any of 10 different fonts to display 
your personalized, scroling messages! 


Super Snapshot Slideshow Creator - Only $14.95 


ATTENTION C-128 OWNERS 
Solderless 64K Video RAM Upgrade 
Now that Commodore has released the C-1280 wi 
SAK eo RAM wo shou bo sein 128 porans FAN 
addoss fis falas new leaie soon. a\cel 


(2 


KRACKER JAX VOLUMES 1-7 


We Just Made A Good Thing Better - 
Without Lifting A Finger. 


Krackor Jax, our ground breaking series of copy paramotors, 
vvidoo RAM. It you own the C:128 in stock condition, was always a superior product. When we made it, we made 


BASIC 8 aroady has the capabity of using a 64K of 


‘own all 16K of video RAM thal Commodore felt It right, So how can we improve it now? Easy. We slashed the 
Join ke a a i org et BRS iit Stow can we morov now” Easy. Wo slashed 
Cr wee FAN pods you wn Paty col ° 
through deo memory as wel as enhanced co reo Each Volume of Kracker Jax allows you to make Unprotected 
‘won, versions of around 100 specific popular titles. No special knowl: 
edgo oF tools are required, Each Volume originally sold for 
$19.95. So if you wanted all 7 Volumes, it would have cost 
you $139.65, But now, you can buy each Volume fot only 
59.95 or, for you bargain hunters, you can buy ALL 7 VOL~ 
UMES FOR ONLY $29.95! That works out fo a cost of oniy 
$4.28 each! 

We've also cut the price on The Shotgun Il, one of the most 
poworlul nibblers ever produced. Originally $14.95, you can 
now own it for only $8.98 


Up unt now, o upgrade the C128 to 64K of vdeo 
RAM you would have fo fest search out the compo- 
‘ents, then fd a competent repair outel to desolder 
‘and msl he parts. What a hassle! 
SOLUTION — We have developed a module that sn 
BY pugs i fo the mother board of your C128, No 
‘splattered solder —Noheat damage — Nohassle. 


Includes wasy t flow instalation instrtions atest 
program to very proper istataton, and tho pig A 
And just because there's a remote chance that it might be 


BAR Video RAM Upgrade 
your birthday, we'll go one step further: Buy the Kracker Jax 
Volume 1 -7 package for $29.95, and we'll throw in The Shot 


RAM UPGRADE pun l ile FREE! toa ial huh” But you war 


Only $49.95 a SARA better hurry - supplies are limited. After all, nothing good lasts 
oan p forever 


es S 


Nail your order to: Sotware Support, nt 
2TOONE Andresen Road) Vancouver, WA 98661 


‘Or call our toll-free order line at 





Thor Nee mattered Us ks Cray cates was or ee 
Sua tapoamnalcmun cron Meenas | ot iia 
Beyiacrger sao ney wegen ean 


DEALERS — WE HAVE THE SUPPORT YOU'RE LOOKING FOR! 

















A standard Commodore 64 has a 
clock speed of 1 MHz, but 128 own- 
ers have been using their machines’ 
faster 2-MHz clock speed from 64 
mode for years. The problem with 
this practice is that the VIC-II, 
which generates the 128’s 40- 
column screen and the 64’s screens, 
can’t keep up at 2 MHz. The most 
common solution to this problem is 
to blank the screen while the ma- 
chine runs at this faster rate. 

Another common solution is to 
speed up to 2 MHz at times when 
the screen won't be affected. Some 
utility programs can gain about 
20-25 percent more speed using 
this method. Since the 8563, the 
chip that generates the RGB dis- 
play, can keep up at 2 MHz, the 
best solution to the problem would 
be to use the RGB display. Unfortu- 
nately, 64 mode doesn’t support 
the RGB display. 

“RGB Kit” allows the 64 to use 
the RGB display just as if it were the 
composite display—most programs 
won't even know it’s running. Even 
more importantly, it speeds up the 
64 to nearly double its normal 
speed. RGB Kit not only speeds up 
the 64 and allows you to use the 
RGB display from 64 mode, but it 
also includes a set of handy utilities 
for manipulating RGB screens. 


Typing It In 
RGB Kit consists of three programs: 
Program 1, RGB Kit, Program 2, 
“RGB Demo,” and Program 3, 
“RGB Char Set.” All programs must 
be typed in and used from 64 mode. 
RGB Kit is written in machine 
language, so you'll need to use 
“MLX,” the machine language entry 
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program located elsewhere in this 
issue, when entering it. RGB Char 
Set is an example character set and 
also must be entered using MLX. 
The MLX prompts, and the values 
you should enter, are as follows: 


Program 1: 
Starting address: CB20 
Ending address:  CF9F 
Program 3: 
Starting address: A000 
Ending address: A7FF 


When you've entered the data for 
each program, be sure to save 
copies to tape or disk before exiting 
MLX. Save Program 1 as RGB KIT 
and Program 3 as CHRSET. 

RGB Demo is written in 
BASIC, so use ‘The Automatic 
Proofreader” to prevent typing 
errors while entering it. 

When you're ready to get start- 
ed, type LOAD“RGB KIT”,8,1, and 
then type SYS 52000. You can get 
an idea of what RGB Kit can do by 
running RGB Demo. 


RGB Kit occupies a block of 
memory starting at location 52000. 
If you use other utilities that use the 
4K block of memory at location 
49152, be sure that they don’t cor- 
rupt RGB Kit’s memory space. 


The Commands 

All of RGB Kit’s commands are ac- 
cessed using BASIC’s SYS com- 
mand. Some commands require 
one or two parameters, while oth- 
ers require no parameters at all. Be- 
low is a list of commands for RGB 
Kit along with an explanation of 
how each is used. 


+ SYS 52000: Start RGB Kit. After 
executing this command, the RGB 
screen displays an exact duplicate 
of what you see on the composite 
screen, While RGB Kit is active, the 
CAPS LOCK key toggles between 
fast (2 MHz) and slow (1 MHz) 
mode. In fast mode (CAPS LOCK 
down), the composite screen is 
blanked and the computer runs at 
almost twice the normal speed. 
Most BASIC, compiled BASIC, and 
machine language programs run in 
this mode. In slow mode (CAPS 
LOCK up), the composite screen is 
displayed as normal and the com- 
puter runs at its usual speed. If your 
program must use a serial device 
(disk drive, printer, and so on), be 
sure to go into slow mode before 
accessing it. 


* SYS 52003: Disable RGB Kit. This 
command is useful if you have a 
program that uses a serial device 
often. Since all RGB Kit’s commands 
work in direct or program mode, 
you can control the speed of the 


computer using SYS 52000 and SYS 
52003. Use SYS 52000 to reactivate 
RGB Kit after calling SYS 52003. 


+ SYS 52006,x: Set the character 
color for the RGB screen, This com- 
mand changes the color of all the 
characters on the RGB screen to the 
standard RGB color specified in x. 
The value of x can range from 0 to 15. 


* SYS 52009,x: Set the RGB screen 
refresh rate. The x value (0-255) 
represents the number of jiffies 
(1/60 second) to wait between up- 
dates. RGB Kit must transfer 1000 
bytes to the 8563 at each update, so 
the speed of the computer is greatly 
affected by changing the update 
value. Lower values cause the 
screen to refresh more quickly, but 
reduce the increased speed gained 
by using 2-MHz mode. Higher re- 
fresh values cause RGB Kit to re- 
fresh the screen less frequently and 
allow the machine to run faster, but 
screen scrolling becomes very jerky. 
The default update rate is set to 20 
(three times per second), Values be- 
tween 5 and 30 give the best results. 


» SYS 52012,x: Set the base address 
of the composite screen to be trans- 
ferred to the RGB chip. The x value 
can range from 0 to 65535. The de- 
fault value is 1024 (the default loca- 
tion for the composite screen). As 
you can see in Program 2, this value 
doesn’t have to point to the com- 
posite screen. You can have RGB 
Kit transfer any 1000-byte block of 
memory to the 8563's video 
memory. 


+ SYS 52015,x,y: Load a new charac- 
ter set into the 8563's video RAM. 
The x parameter is the address in 
the 64’s RAM where the character 
set is stored. This address can range 
from 0 to 65535, so the character set 
can be stored anywhere, even un- 
der the BASIC ROM, Kernal ROM, 
or1/O chips. The y parameter spec- 
ifies which character set to replace 
and can have a value of either 0 or 
1. Use 0 to replace the uppercase/ 
graphics character set and 1 to re- 
place the uppercase /lowercase set. 


* SYS 52018,x,y: Display a hi-res 
bitmap picture (320 X 200 with 16 
colors) on the RGB screen. The x 
parameter specifies the starting ad- 
dress of the bitmap; the y parameter 
specifies the starting address of the 


color memory. For example, to dis- 
play a Doodle screen, load it using 
LOAD “filename’’,8,1. Then type 
SYS 52018,24576,23552 to display it 
on the RGB screen. To see a GEOS 
64 screen, load and exit the GEOS 
environment. Then load RGB Kit 
and type SYS 52018,40960,35840. 
After this command is executed, 
RGB Kit is disabled. To reenable 
RGB Kit, type 52000. Program 2 
generates a sample hi-res screen 
and displays it on the RGB screen, 


* SYS 52021,x,y: Write to an 8563 
register, The x parameter specifies 
which register (0-37) to write to, 
and y specifies the value (0-255) to 
putin the register. The 128 Program- 
mer’s Reference Guide by Bantam 
Computer Books provides a com- 
plete description of the 8563's 
registers. 


+ SYS 52024,x: Read an 8563 regis- 
ter. The x parameter specifies the 
register (0-37) to read. After execut- 
ing the SYS, use PEEK(780) to get 
the value in the register. 


+ SYS 52027,x,y: Put a value in the 
8563's video RAM. The x parameter 
is the address within the 8563's vid- 


eo RAM where the value is to be 
placed. It must be a value within the 
range 0-16383. The y parameter is 
the value to place at location x and 
must range from 0 to 255. When 
RGB Kit is in character mode, the 
video RAM is organized as follows: 


Character display area 


(screen) 0-999 
Character attributes 

set 0 2048-3047 
Character attributes 

set1 3072-4071 
Character set 0 

(uppercase/ 

graphics) 8192-12287 
Character set 1 

(uppercase/ 

lowercase) 12288-16383 


In the graphics mode, the video 
RAM is arranged as follows: 


0-7999 
8192-9191 


Bitmap screen 
Color attributes 


* SYS 52030,x: Read a byte from the 
8563's video RAM. The x parameter 
is the address within the 8563's vid- 
eo RAM from which the byte is to 
be read. It must be a value in the 
range 0-16838. After executing the 
SYS, use PEEK(780) to get the value. 
See program listings on page 79. G 








NOW, A COMPLETE SET 

OF UTILITIES FOR YOUR 

COMMODORE 64 or 128! 

* Copy files and take advantage of extra 
memory. 

* Doa Directory of a disk. 

* Recover accidentally deleted files. 

* Rename files. 

‘* Format a disk. 

* Protect files for data security. 

* Verify disks using the Check Errors 
feature. 

* View and change data on any sector 
on the disk. 


BACKUP PROTECTED 

SOFTWARE FAST. 

* Copies many protected programs — 
automatically. 

* Copies even protected disks in under 
2 minutes {single drive), 1 minute 
(dual drive) 


jates 


* Improved support for ROM uj 
ur disk 


‘on 1571 drives; maximum of 

swaps on a single drive. 
Requires a Commodore 64, 64C, 128 or 
“D” computer with one or two 1541, 1571 
or 1581" drives. 


Sales/Information: call 

503/690-8090, 8-5 Pacific time, M-F. 
We accept @®. Or send acheck 
for 90998 US. plus $3 s/h, $8 overseas. 


$39.95 

Central Point Software, Inc. 

15220 NW Greenbrier Parkway, Suite 200 
Beaverton, OR 97006 


Ca 


INCORPORATED 
= Founded in 1981 - 


"1581 drive support for utility portion of program, only. 
This product is provided for the purpose of enabling you to make archival copias only. 
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og LL SATISFACTION 

| GUARANTEED 
Our Fourth Year No Surcharge On 
In Business! SOLID PRODUCTS & SOLID SUPPORT harge Orders 


We Know How P.O. Box 129 / 58 Noble Street 


qjotseiving Kutztown, PA 19530 Bue ON ceny Ge 


Our Customers! Customer Service 


24 HOURS — TOLL FREE Business Hours 


1-800-638-5757 ie GIES 
OUTSIDE USA CALL 1-215-683-5433 


Linkword: Spanish Graphics Galleria Pak + 
Little Computer People 12 | Graphics Gatena Pak 2 
usters 
avis Beacon Teaches Typing 
Peter & Wott Mus 
Peter Rabbit (Reading 1) Super B1 Uuibes fr C64 
Reader Rab Aide 64 
Rocky 
Sesame Street Libary vol 
Sky Travel 
Stckybear ABC's 
Svckybear Math 1 
‘Stickybear Math 2 
Stickybear Numbers 
Stickybear Reading 1 
‘Steckybear Readng Comprehensie 
‘Stickybear Shapes, 
Stickybear Speligrat 
Stickybear Typiog 
‘Success wiMath Series each a ‘ADED Dungeon Ma 
Toy Shop 64 ADO Hilstar 
WhereinEutope is Carmen Sa 3 
Wher in USA is Carmen Sandiego 
Wnere in Worlds Carmen Sandiego Spectrum 128 
m128 Widham Classics Alce/Wonderiand Video Title Shop w/Gr 
stem Below the 
riPayaness 3 5 Swiss Fam 
ants Receiveabie 6439 
eoger6s 38 
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CHECK YOUR CURRENT MAILORDER HOUSE! DO THEY? 


(Have 24 hour toll-free ordering? _ClAdvertise their shipping policy? 
Have in-house technical support? Olfer fast, friendly and reliable service? ae 
Treat you with respect & value? _IHave a fair returnexchange program? Sees al 
secpady 2 
1S PRICE YOUR ONLY CONCERN? CALL US & SEE HOW EASY MAILORDER CAN BE! “om Eways Ouertack 
WE WANT YOU AS OUR CUSTOMER! Srcan vs. Bed 
Lor ofthe Rising Sun 
ac 
Man Frame 
Monopoly 
Nentoran 








Oesk Pak Pus GEOS Hearvab 
FontPak Pies GEOS Memory Academy 128 
GEOS 642.0 

EOS Programmer/64 Stncer's Classe 1-10 each 
EOS Write Workshop/6s arot 128 
Geoeate 128 
Geocale 64 
Geoie 128 
Geotie 64 1541/1571 Ouve Algrment 
Geocharve4 1581 Toot 

Geepuoish 64 Assembler 

the Barbarian Geos 128 Basie 8 

Bra's Special Devery Wordpublshe’ 64/128 (lor GEOS) Basic 8 Toolkit 


ay Hockey 
Project restart 





‘Anmation St 

Award M 

Bulboard Maker/64 

Blazing Paddles Cobot 128 

Bumpersticker Maker Cobol 64 

Business Card Make Goome Kit 64128 
30/64 

Cagpak 128 

Caopak 64 

Certteate Make 

Certticate Maker Library 

Colore2 128 
Calendar 





Chartoax 128 
Chartzak 64 2 Flendraw 5.5164 Power C54/128 

Feenitont 6 e's Tocbox 64 
Graphics rt Disk 712 each 


























| WHERE CAN YOU FIND PROGRAMS MADE JUST FOR YOUR C128? 
CHECK US OUT! WE HAVE WHAT YOU NEED! 





For Desktop Publishing? Try 
BSA 


NEWS MAKER 128 &-MU : 
Desk top publishing for the C1280 (or the C128 
with 64K Video Ram Upgrade). News Maker 128 
can be used to create professional. looking 
newsletters, reports, signs and posters, It can be 
Used as a stand alone program or in combination 
with word processing or graphics software. It uses 
standard sequential files for “pouring” text into 
user-defined columns. Full page layout, popdown 
menus, Smooth screen scrolling, font selection, 
ut, paste, mirror, flip are among the options 
available 


ONLY $24 
The Ultimate CAD Package? Try 


Home Designer 


Home Designer CAD 128 

Given glowing ratings by every major Commodore 
magazine, this CAD system outclasses every 
other CAD program, because of its object-based 
design. With over 50 powerful commands, 5 
drawing layers, superb support of library figures 
and lazer-quality printouts at ANY scale on your 
dot matrix printer or plotter, you can create 
drawings so accurate that a blueprint can be made 
from them! 

Tired of working with poor quality/inaccurate print 
outs, manipulating little dots on a bit-map, giving 
up on detailed work because you can't zoom in 
close enough? Join the professionals! 


OUR PRICE ONLY $45.00 


Graphics? Try 
Ebb, 


SKETCHPAD 128 iS 


Complete drawing system for the ee 128 
and 1351 Mouse. Sketchpad 128 takes 
advantage of the crisp 80 column graphics 
capabilities of the C128, Smooth freehand 
drawing, 640 x 200 drawing screen, wide 
selection of drawing tips, many fonts provided. 
Compatible with Basic 8, Print Shop, News Maker 
128 and Spectrum 128, Sketchpad 128 can bo 
used to create 80 column artwork, slideshows, 
signs, posters and many other uses. 


JUST $24 


A Programming Tool? Try 


BASIC 8 


Powertul 80 column hi-res graphics programming 
system for the Commodore 128 or 1280 
computer. This popular package adds over 50 
new graphic commands to standard C128 Basic. 
A must for C128 programmers! This new version 
published by Free Spirit has been upgraded and 
enhanced. As an added bonus several 
preprogrammed Basic 8 applications, such as 
Basic Paint, Write and Calc are included, 
ONLY $29 
BASIC 8 TOOLKIT 
This toolkit is designed to give you easy access to 
the many powerful features of Basic 8. It features 
€ point and click operation system that will allow 
you to create custom pointers, fonts, patterns, 
and icons. In addition, the Toolkit will allow you to 
Convert Print Shop Graphics into Basic 8 files 


JUST $17 


A Paint Program? Try 


SPECTRUM 128 


A deluxe paint program for the C1280 computer 
(or the C128 with 64K Video RAM Upgrade), Uses 
80 column display for 640 x 200 pixel resolution. 
Will display 128 colors! Menu operated. Requires 
1351 or compatible Mouse. Features include 
airbrush, erase, mirror, multi-color, block fill or 
erase, pixel editor, color editor, fonts, slide show 
and more, Compatible with Sketchpad 128, News 
Maker 128, Basic 8, 1750 REU, 1541, 1571 and 


1581 disk drives 
ONLY $29 


W/P, Spreadsheet & Database? 
Try 
VIZAWRITE 128 & VIZISTAR 128 


Vizawrite is a high performance, easy-to-use word 
processing program which takes full advantage of 
the color, graphics and memory capabilities of the 
128. Full “newspaper-style” columns, hires dot 
‘matrix printer fonts and true proportionally spaced 
printing mean high quality presentation. Includes a 
phrase glossary, {ull function calculator and in 
tegrated spelling checker. ONLY $45 


Vizistar is a fast and comprehensive information 
processor that includes an integrated spread 
sheet, database and business graphics. The 
spreadsheet is the best on the market! Combine it 
with the database and charting capabilities of 
Vizistar and you have one of the most powerful 
productivity tools available. JUST $50 








1541/1571 Drive Alignment 

This excellent alignment program is a must have 
for every Commodore owner. Easy to use, it helps 
you to align your drive so that it runs just as i it 
were new! The simple instructional manual and 
on-screen help prompt you thru the alignment 
procedure and help you adjust the speed and head 
stop of your drives. It even includes instructions 
(on how to load the alignment program when 
nothing else will load. Don't be caught short! We 
get more RED LABEL orders for this program, then 
any other program we sell, Save yoursell the 
expense! Order now, keep it in your library and 
use the 1541/1571 Drive Alignment program 
regularly!! Works on the C64, C128, and SX64 for 
both the 1541 and 1571 drives 


STILL ONLY $25.00 











ly be shipped within 2 bus 
‘ginal order, normaly with 


‘All UPS shipments 
narges 10 your TOTAL s 


LUPS: Ground $4.00 (cont USA ONLY); AirMush $7,00 (cludes Puerto RicolHawad) Overnight $12.00 + 


$2.50 per item (must be received by 12 NOON) 


PRIORITY MAIL: USA $4.00 (includes APO/FPO): Canada/Mexico $6.00; OM 


‘Actual Shipping + Insurance, 


ACCEPTED PAYMENT METH 








ren 


Super 81 Utilities is a complete utilities package 
for the 1581 disk drive. Separate versions are 
available for C64 or C128, Among the many Super 
81 Utilities features are: 
‘Copy whole disks from 1541 or 1571 format to 
1581 partitions 
‘Copy 1541 or 1571 files to 1581 disks 
‘Backup 1581 disks or files with 1 or 2 1581's. 
*Supplied on both 34%" and 54%" diskettes so that 
it will load on a 1541, 1571 or 1581 drive 
*Performs numerous 00S functions such as 
rename a disk, rename a file, scratch or unscratch 
files, lock or unlock files, create auto-boot and 
much more! 
Super 81 Utilities uses an option window to 
display all choices available at any given time, A 
{ull featured disk utilities system for the 1581! 
ONLY $29 


le welame payment by PREPAID (by Ps 
ISTENCARD: VISA: SCHOOL PURCHASE ORDERS, Cot 


D onde 


Customers, Only ($4.00 additional), All payments must bo in USA DOLL 


charged until we ship! 


RETURN POLICY (tor seftware and aecessories ONLY): We have a hberal return policy to better service your 


'5 cays lam the tine you receive an em, you are not satistied with foe any reac, 


may retun it to 
Foreign $4 00 Handling + 


ORDERING INSTRUCTIONS: For your convenience, you can place a phone order 24 HOURS! 7 DAYS A WEEK 


on ou TOLL-FREE UNE 1800 6385787, 
avalab 


placing an order, pease 5 
ng address, charge card number, @ 


(218) 683-5433, Price 
Vine, Monday tru, Friday 
city your 

oa gate & ‘etaied que’ 
(0 TECHNICAL 


for either a relund, exc 
RESTOCKING FEE PER ITEM RETURNED ($5.00 NENIMUM PER ITEM), EXCHANGESIOPEN CREDITS. wil 


ange oF pen ere. REFUNDS ARE SUBLECT TO A TDs 











“128 Graphics Compactor” is a 
graphics utility that can dramatical- 
ly reduce the size of high resolution 
and text screens saved to disk, Writ- 
ten in machine language, the com- 
pactor quickly compresses and 
saves all types of 40-column 
screens: text screens and associated 
color memory, standard bitmap- 
graphics screens, and multicolor 
bitmap screens, 


Getting Started 
128 Graphics Compactor is written 
in machine language, To enter it, 
you'll need to use the 128 version of 
“MLX,” the machine language en- 
try program found elsewhere in this 
issue, When MLX prompts you, re~ 
spond with the values given below, 
Starting address: 1300 
Ending address; 178F 
Be sure to save a copy of the pro- 
gram to disk as GR.COMPACTOR 
when you've finished typing. 
Program 2 is a demo program 
that shows how to save and load 
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compacted screens from BASIC 
programs, To avoid typing errors 
when entering this program, use 
“The Automatic Proofreader,” also 
found elsewhere in this issue. 
After you've entered both pro- 
grams, load and run the demo, It in- 
stalls Graphics Compactor, draws a 
picture of a happy face on the 
screen, then saves the picture as PIC 
with a normal BSAVE command, 
Next, the demo saves the same pic- 
ture as COMPRESSED PIC using 
128 Graphics Compactor’s PSAVE 
command. When the demo has fin- 
ished, type DIRECTORY to com- 
pare the sizes of these two files, 








Using 128 Graphics Compactor 
To activate 128 Graphics Compac- 
tor, type the following line in direct 
mode: 


BLOAD “GR.COMPACTOR":SYS 
4864 


128 Graphics Compactor adds two 
new commands to BASIC: PSAVE 
and PLOAD. These commands 
save and load compressed screens. 

Saving or loading a com- 
pressed screen is as easy as saving 
or loading a program. To save a 
compressed screen, load or create a 
picture you'd like to compact and 
then use the PSAVE command. The 
syntax for this command is 


PSAVE “filename’|,Mgraphic mode) 


where graphic mode specifies the 
type of screen to compact (0-3). 
Use 0 fora text screen, 1 for a stand- 
ard bitmap screen, and 2 or 3 for 
multicolor screens, For example, 
the command PSAVE “CLOWNS” 
»M3 compacts and saves a multi- 
color screen as the file CLOWNS. 


Programming 


Note that the graphics-mode 
parameter is optional; if it’s not in- 
cluded in the PSAVE command, the 
compactor defaults to graphics 
mode 0 (the text screen). 

To load a compacted screen, 
type PLOAD “filename”. The pro 
gram loads the file from disk, un 
packs it, and then places it at its 
proper place in memory. Note that 
the PLOAD command does not 
automatically display the screen 
after it has been loaded. 

Before you use the PLOAD 
command, you must allocate the 
graphics screen (establish the bit- 
map screen at 8192). To do this, use 
the commands as shown in line 10 
in the program below. 


10 GRAPHIC 1:GRAPHIC 0 

20 PLOAD “CIRCLES” 

30 GR=PEEK(6023) 

40 GRAPHIC GR 

50 REM VIEW MORE SCREENS... 


If you're not sure which mode a 
screen is in, execute the commands 
in line 10; then PEEK location 6023 
after the PLOAD. Use the value 
that’s returned to set the proper 
screen mode. This approach is es- 
pecially useful in viewer programs 


where more than one screen is to be 
displayed. 

PSAVE and PLOAD work in 
both direct and program mode and 
can accept string variables for file- 
names. The standard BASIC 7.0 
disk modifiers D and U are also ac- 
ceptable (PSAVE A$,M0,D0,U9 or 
PLOAD “‘CIRCLES",D1,U9, for 
example). 


How It Works 
128 Graphics Compactor searches 
through graphics memory looking 
for sequences of repetitive byte val- 
ues (ten 0s in a row, for example). 
These repetitive sequences are not 
saved to disk but are replaced by 
two-byte control codes. The first 
byte is a count byte; the second byte 
is the character value. In this ex 
ample, the count is 10 and the char 
acter is 0. PLOAD reverses the 
process and uses the control codes 
to reconstruct the screen in memory. 
The amount a given file is com- 
pressed depends on how many re- 
petitive sequences of bytes the 
screen contains. In general, simple 
screens compact better than finely 
detailed screens. 
See program listings on page 76. & 
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Protect your back issues of COMPUTE!'s 
Gazette in durable binders or library cases 
Each binder or case is custom-made in pine 
green binding with embossed white letter 
ing Each holds a year of Gazette, Order 
several and keep your issues of Gazette 
neatly organized for quick reference. 
(These binders make great gitts, tool) 


Binders 

$9.95 each: 
3 for $21.95: 3 for $27.95: 
6 for $39.95: 6 for $52.95: 


CALL TOLL FREE 

7 days, 24 hours, 1-800-972-5858 
(Aod $1 pet cate, binder lor posloge & handling Pleate 
00 $2 $0 per un for orders oultize the US) 
Send i your Prepaid o1de with ‘ne atloched coupon 
— ee 
Mall to: Jesse Jones industries, Dept. GAZ 

499 East Erle Ave., Philadelphia, PA 19134 

Please send me GAZENTE Gcoses 
binders. Enclosed Is my check or money order 
for $ — (US, funds only.) 
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VIDEO BYTE the first FULL COLOR! 
video digitizer for the C-64, C-128 


Introducing the world’s first FULL COLOR! video digitizer for the 
Commodore C-64, C-128 & 128-D computer 
VIDEO BYTE can give you digitized video from your VCR. B/W or 


Exciting New Hardware 
Peripherals for your C-64 * 
and C-128 from CMD 


COLOR CAMERA or LIVE VIDEO (thanks to a fast! 2.2 sec. scan time) 


© FULL COLORIZING! Is possible, due to a unique SELECT and INSERT color process. 
where you can select one of 15 COLORS and insert that color into one of 4 GRAY 
SCALES, This process will give you over 32,000 diferent color combinations 10 use in 
yout video pictures 

* SAVES as KOALAS! Video Byte allows you to save all your pictures to disk as FULL 
COLOR KOALA'S After which (using Koala or suitable program) you can go in and 
fedraw of recolor your Video Byte pic’ 

« LOAD and RE-DISPLAY! Video Byte allows you to load and re-display all Video Byte 
pictures from inside Video Bytes menu 

‘+ MENU DRIVEN! Video Byte comes with an easy to use menu driven UTILITY DISK and 
digitizer program * 

‘= COMPACT! Video Byte’s hardware is compact! In fact no bigger than your average 
Cartridge! Video Byte comes with its own cable 

«INTEGRATED! Video Byte Is designed to be used with or without EXPLODE! V4 1 color 
cartridge Explode! V4.1 is the perfect companion. 

'* FREE! Video Byte users are automatically sent FREE SOFTWARE updates along with 
‘new documentation, when it becomes available 

‘= PRINT! Video Byte wil printout pictures to most printers However when used with 
Explode! V4.1 your printout’s can be done in FULL COLOR on the RAINBOW NX-1000, 
RAINBOW NX-1000 C, EPSON JX-80, SEIKOSHA COLOR and the OKIDATA 10/20. 

Why DRAW a cat, airplane, person ot for that matter 

anything when you can BYTE it 

Video Byte it instead VIDEO BYTE $79.95 

SUPER EXPLODE! V4.1 w/COLOR DUMP 

1t your looking for a CARTRIDGE which can CAPTURE ANY SCREEN, PRINTS ALL 
HIRES and TEXT SCREENS in FULL COLOR to the RAINBOW NX-1000. RAINBOW 
NX:1000 Cy EPSON JX-80 and the OKIDATA 10 or 20. Prints in 16 gray scale to all 
other printers Comes with the world’s FASTEST SAVE and LOAD routines in a car 

{ridge or a dual SEQ., PRG. file reader Plus a builtin 8 SECOND format and 
MUCH, MUCH MORE! Than Explode! V4.1 is for you 
PRICE? $44.95 + S/H or $49.95 wioptional disable switch 


SD TE NO DEO BYTE only 79.95 
4 7 Gays a week SUPER EXPLODE! V4.1 $44.95 


TO ORDER CALL OR FAX 1-312-851-6667 PLUS $150 S/H COD'S ADD $400 
Personal Checks 10 Days to Clear IL RESIDENTS ADD 6% SALES TAX 


THE SOFT GROUP, P.O. BOX 111, MONTGOMERY, IL 60538 








Give your a anew lease on life and the power to 
compete with today's newer, more expensive machines 


+ Utirafast mutthtine serial technology. Enables J#tyOOS to outperform Cartidgos, 
Burst ROMs, Turbo ROMs, and Paraliol Systems - without any of the dsadvantagos, 

+ Spoods up all disk oporations. Load, Save, Format, Scratch, Validato, acooss 
PRG, SEQ, REL, USA & direct-access files up to 15 times fastor! 

+ 100% Compatible - or your money back. Guaranteed to work wih all our hardware 
and sofware, including copy-protected commercial programs. 

« Uses no ports, memory of extra cabling. The JifyOOS ROMs upgrade your 
computer and crive(s) internally for maximum speed and compatbiity, 

+ Easy Installation. No electronics experience or special too’s required. 

+ Supports C64, 64C, SX64, C128, C1260, 1541, 1541C, 154141, 1571, 1581 & moro 

+ Can be completely switched out. ¥ ovor necessary, tho lip of a switch rotuins you 10 
«100% stock configuration — without resating or powering down. 

+ Bulit-n DOS Wedge. Pius 14 addtional commands and convenience features, 
including screen dump, directory menu, and single-koy load savedscratch. 


C-64SX-64 systems $59.95; C-128C-128D systems $69,95; Addl drive ROMs $29.95 
Pleaso specily computer (wih serialnumber) and drive(s) when ordering 





Creative Micro Designs, Inc. 
0 lndustria rive, POBox 45 
East Longmeadow, 


413525.0147 





SOFTWARE DISCOUNTERS 
OF AMERICA © Free shipping on orders 


USA/Canada Orders—1-800-225-7638 over $100 in continental USA 
PA Orders—1-800-223-7784 © No Surcharge for VISA/MasterCard 
Customer Service 412-361-5291 ¢ Your Card is not charged until we ship 
ORDER LINE HOURS: Mon.-Thurs. 9:00 AM-9:00 PM Fri. 9:00 AM-7:00 PM Sat. 10:00 AM-4:00 PM Eastern Time. 


Commodore 64/128 Bargain Basement—Dozens of Titles For Less Than $10! 


Special 
ELECTRONIC ARIS Delivery 
Ad. Cont $988 nies big Splash 
Amer. Cop Sling ..--.$7.88 tries Magi Shapes : 
Acti Fox $9.88 Grover's Animal Ay z ‘ 
Deathloed $988 Pals Around Town Bring home the excite 
rience the Financial Cookbook .....$7.88 Sesame St. Print Kit ment of the hottest, 
Experience the full wed Hard Hat Mack $788 INFOCOM new TV game show. 
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7 5 Skyfox 2 $3.88 i i 
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Touchdown Football. $9.88 
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Apolo 18 $9.88 Arcade Game Const. Kit yx Joker Poker SPRINGBOARD 
Fight Night $9.88 Cauldron Sub Battle Simuator.....$9:88 __ Mastertype certificate $9.88 
Madball $9.88 Choplifter/Davi's CAM ibrar $9.88 


Power At Sea $9.88 Midoght Magi Newsroom $98 
ACTIVISION Karate Why wait? Call S.D.A. to place AEE a Oo Sate be ASK YOUR 
aah Shas Magreson, PRE-ORDERS ‘Alcon. 

Apache Strike $9.38 Magnetron 


Alcon $9.88 


Chop ‘a Drop $9.85 Superb Challenge for those soon to be released titles! | Sui. 0 GATESPERSON 


Cross Country Road Race $9.88 CDA = 
Ghostbusters $9.88 Amer. Cooks French. & We do not charge your credit card Renegade $9.88 


Apaaie e * THUNDER MOUNTAI 
Hacker Vor 2... $988 fa, CINEMAWARE CLASSICS hinlil re abi ghee inorder nos dad FOR THE 


Ocean Roger $838 Sibed ve Di Dar ae 
Predator $983 Cos © We ship your order the same day we the Destroyer... 


Shanghai $9.88 Swift Data Base ive i 
Tisagloneees $988 Brit Destop Publier receive the product from the publisher. Fer} COMMODORE 


ARTWORY Shift Masi "= Set up your PRE-ORDER today and | {75 \tin a 


Beach Blanket wilt Paint ii i : 
coer ane) eh nice automatically become the first on your | Me by the Doren $9.8 SALE ITEM 
fect Show is oa Word Processor block to receive that anxiously awaited] pote Position $8.88 

me i 
ngs Gina as RA, hot software product veins ae. (OR THE 
Thai Boxing $9.88 QBert Slot Car Racer $6.88 


AVANTAGE 
VANTAGE Platoon Super Pac Man 
Deceptor $988 TK IIL Summer Games 1 oF 299.88 fa pe $988 


ion sn 
are Peon an reppin) alae tepcan 38a MONTHIN! 
Project Space Station $9.88 SPINNAKER World Games aaa sw DATA VALUE WARE 

Spy vs Spy 18 2 $9.08 Filer GAMETE es YALE WAL i 

tt san ie pera remain | Ceci tai sire 


PSE ood Mek 


[ Hobie mean i ese ACTIVISIO. 
Ai pe ce CTIVISION 


Y e 7 GAMESTAR Wheel of Fortune 2 Take command of 
IVs a one on one (Champ. Baseall........59:88 Whee of Fortane 3 the AH-Gé Apache 
race between 2 high Chap. Babel 5988 Wipe Ow 
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performance sailing GFL Ch, Football $9.38 SIERRA Chopper. Its got the 
machined! Bou" at actaee auekal | ae Get tet most sophisticated 
the helm. Do you Gye) oder daes! radar tracking device 
have what it takes to 48 u in the world, not 

; eke HETECHL EXPRESSIONS taimantion 
win the America’s Fun House $8.38 ‘i 
cup. Print Power $538 hellacious 

reer P Remote Control $3.38 firepower. 
Amer. Cup Sailing Simulation Tom Sawyer's Island.....$6.88 Film Maker Apache Strike 
List $14.95 Meet tiieeeang cae Coa nicer’ Rae st $14.95, 
SDA Discount Price $7.88 Sars teacd es Sa Sead : 
a Sesame Stet Series Lea the Alphabet SDA Discount Price $9.88 
Astro-Grover $628 Lea to Spel 
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“Please Read The Following Ordering Terms & Conditions Cai 
sonal & Company checks, allow 3 weeks clearance. No C.O.D. $100. AK, HI, FPO, APO-add 
t PA residents add 6% sales tax on the total amount of order including 

shipping charges. CUSTOMER SERVICE HOURS: Mon 30 PM Eastern Time. REASONS FOR CALLING CUSTOMER SERVICE—4 12-361-5291 (1)Status of order or back order 
Q)if any merchandise purchased within 60 days from $.D.of A. is defective, please call for a return authorization number. We will not process a return without a retu Defective 
merchandise only. Other returns subject to a 20% restocking charge! After 60 days from your purchase date, ple. to the warranty 

directly to the manufact stomer service will not accept collect calls or calls on $.D.0f A.'s 800# order lines! Prices & availability 

ving daily! Please call for more information. 


MODEM OWNERS: You can order on-line from our Commodore Shop via the CompuServe, GEnie and Q-link electronic malls. 





SOFTWARE DISCOUNTERS 
OF AME RICA © Free shipping on orders 


USA/Canada Orders—1-800-225-763 over $100 in continental USA 
PA Orders—1-800-223-7784 © No Surcharge for VISA/MasterCard 
Customer Service 412-361-5291 * Your Card is not charged until we ship 
ORDER LINE HOURS: Mon.-Thurs. 9:00 AM-9:00 PM Fri. 9:00 AM-7:00 PM Sat. 1 0 PM Eastern Time. 
CANADIAN CUSTOMERS CAN NOW ORDER TOLL-FREE 
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Do you have a question or a prob- 
lem? Have you discovered some- 
thing that could help other 
Commodore users? We want to 
hear from you, Write to Gazette 
Feedback, COMPUTE!’s Gazette, 
P.O. Box 5406, Greensboro, North 
Carolina 27403. We regret that, 
due to the volume of mail received, 
we cannot respond individually to 
programming questions. 


Call 555-KING 
I’m trying to write a program on my 
64 that will generate words from 
telephone numbers. That is, | want 
the program to print out a list of all 
the words that can be created using 
the series of letters that appear on 
the phone’s number keys. So far, I 
can’t seem to find the right ap- 
proach, Can you give me some 

hints? Thanks. 
Robert Snellman 
Wyandotte, MI 


Below is a program that generates a 
list of “words” containing all possible 
letter combinations in a telephone 
number and outputs this to the screen 
or to the printer. If the program en- 
counters a 0 ora 1 in the phone num- 
ber, it prints a space because only the 
digits 2-9 have letters associated with 
them. 

If you wish to print only “words 
that include a vowel, change VF=1 
in line 280 to VF=0, Also, you may 
want to break up your phone numbers 
into groups that contain the first three 
and last four numbers, and see if these 
alone form any interesting words. 


XC 10 AS="":DIM CS$(10,2),V 10, 
2) -N(16) ,CN(18) 


QK 20 FORI=0TO9:FORJ=0TO2 
AG 30 READTS:V(1,d)=0:CS(1,J)= 
TS: 1ETS="6"ORT 1"THENC 





S(L,J)=" "47S 





JQ 40 E"ORTS="I" 
U"THENY (I, 
HS 58 
DB 60 rlyl,l,A,B,C,D, 
1J/K,LyM)N,O,P, 
Wy XY 


48 COMPUTE!'s Gazette October 1989 


PK 70 PRINT" (CLR} {DOWN }OUTPUT 
{SPACE}TO (S)CREEN OR (P 
)RINTER?": PRINT 

EK 80 GETQS:IFQS=""THENIO 

SM 90 IF QS$<>"S" AND Q$<>"P" T 

HENSG 

PRINT"ENTER TELEPHONE # 

(WITH NO SPACES OR 
{4 SPACES }HYPHENS) "INP 

UTTNS:C=0:BE=0 

FORI=1TOLEN (TNS) :T=ASC ( 

MID$(TNS,1,1)) 

IPT <58ANDT> 4 7THENAS=AS+ 

CHRS (T) 3N(I=1) =T=48 

NEXT iMX=LEN (AS) -1:TFQS= 

“p!THENOPENS , 4 

VASMX 

VE=1:1F VF THEN18@ 

FORL=QTOMX: TEV (N(L) ,CN( 

L)) =1THENVEF=1:L=MX 

NEXT 

IF VF THEN GOSUB200 

GOSUB220:GOT0150 

IF QS="S" THEN FOR L=0 
{SPACE}T0 MX:PRINT C$(N 
(L) ,CN(L)) 7 :NEXT: PRINT: 

RETURN 

FOR TO MX:PRINT#4,C 

S(N(L) ,CN(L)) NEXT: PRI 

NT'W4:RETURN 

CN (VA) =CN(VA) +1 

TEN (VA) <20RCN (VA) =3THEN 
CN (VA) #0: VA®VA=1: LPVA>= 
OTHEN220 

IF VA=-1 THEN260 

VA=MX: RETURN 

IF QS="P" THEN PRINT#4: 
CLOSE4 














RI 226 
MH 230 


PC 240 
EP 250 
XS 266 





Screen Protector 
Tam writing a menu program on a 
Commodore 64, and I need to keep 
text from scrolling into two areas at 
the top and bottom of the screen 
where certain information will be 
displayed. Can you show me how 
to do this? 
Glenn P. Davis 
Chicago, IL 


In the August “Programmer's Page,” 
we published a short machine lan- 
guage subroutine by Sean Ganess of 
Woodside, New York, that protected 
the top two screen lines from being 
scrolled. This routine copied the Ker- 
nal ROM to RAM, changed a location 
that referenced the top screen line, 
and then switched in the underlying 
Kernal RAM. 

We've modified Mr. Ganess's rou- 


tine, with somewhat mixed results, so 
that it also protects four lines at the 
bottom of the screen, Here's the result- 
ing routine, along with a brief demo: 


ES 160 SYS 58692:REM CLEAR SCR 
EEN 

FJ 110 GOSUB 3000:REM PROTECT 

{SPACE}SCREEN AREAS 

REM THIS IS JUST A DEMO 

, YOU PUT YOUR PROGRAM 

{SPACE} HERE 

SYS 58692:FOR I=1 TO 30 

tPRINT I, "XXX":FOR K=l 

{SPACE}TO 300:NEXT K,It 

END 

FOR 1=828 TO 875:READ 

{SPACE}D:POKE 1,D:NEXT 

:SYS 828 

T=1:POKE 59639,1:REM T 

op 

BOT=20:POKE 59522, BOT: 

POKE 59428,BOT:POKE 59 

504 ;BOT:BOT=BOT+1:REM 

{SPACE} BOTTOM 

POKE 59789,BOT:POKE 59 

988,BOT:POKE 59522,BOT 

:POKE 59589,BOT 

POKE 64982,53:POKE 1,5 

3:REM SELECT KERNAL RA 

M 


dQ 120 


sp 130 


KM 3060 





BM 3605 


IX 3006 


EG 3667 


RP 3010 


ER 3620 
AH 3630 


RETURN 
DATA 160,0,132,38,169, 
224,133,39,177,38,145, 
38,200, 208,249, 230,39, 
165 

DATA 39,201,0,208,241, 
160,0,132,38,169,160,1 
33,39,177,38,145,38, 26 
6,208 

DATA 249,230,39,165,39 
201,192, 208,241,96,0 


PD 3040 


GK 3056 


To use this routine in your own 
programs, simply GOSUB 3000 
whenever you want to protect the top 
and bottom areas of the screen. You 
only need to execute the routine once 
when you first run your program. 

This routine lets you print text in 
the top area, but not in the bottom. To 
display text in the lower screen area, 
you'll need to POKE the character 
data directly to screen memory. To 
protect more or less of the screen, 
change the variables T (for top) and 
BOT (for bottom) at the beginning of 
lines 3005 and 3006, respectively. For 
example, to reenable output to the 
bottom screen area, you'd set BOT in 
line 3006 to 24. 

As you'll see, this routine has a 























Now Get Inside Your Commodore with 
COMPUTE!’s Gazette Disk. 
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Now there’s a way to get all the exciting, fun-filled programs of 
COMPUTE!’s Gazette—already on disk—with COMPUTE!’s 
Gazette Disk. 


Subscribe today, and month after month you'll get a new, fully- 
tested 5%4-inch floppy disk guaranteed to run on your Commodore 
64, or Commodore 128 personal computer. 


COMPUTE!’s Gazette Disk brings you all the latest, most chal- 
lenging, most fascinating programs published in the corresponding 
issue of COMPUTE!’s Gazette. So instead of spending hours typing 
in each program, now all you do is insert the disk. ..and your 
programs load in seconds. 


RESULT: You have hours more time to enjoy all those great 
programs which appear in COMPUTE!’s Gazette—programs like 
SpeedScript 128, Arcade Volleyball, 3-D Sprites, Sketch Pad, Sound 
Manager, 1541 Speed and Alignment Tester, and hundreds more. 


So don’t waste another moment. Subscribe today to COMPUTE!’s 
Gazette Disk at this money-saving price. Take a full year’s 
subscription for just $69.95. You save 55% off the single issue 
price. Subscribe for two years and save even more! Return the 
enclosed card now. 


Individual issues of the Disk are available for $12.95 (plus 
$2.00 shipping and handling) by writing us at P.O. Box 5188 
Greenshoro, N.C. 27403. 











Feedback 


few quirks. (If any readers know of a 
better solution to Mr. Davis's prob- 
lem, we'd like to hear from you.) Most 
notably, it crashes when you print the 
CLR/HOME character from within a 
program. One way around this, 
though, is to call the ROM routine at 
58692 when you need to clear the 
screen (see line 130). 


Highlight Bar Menu 
I saw an Apple II program that 
showed a menu with the line of 
choice highlighted, When you 
moved the cursor up or down, the 
highlight bar moved. I want a pro- 
gram for the Commodore 64 that 
does exactly the same thing. 
Chris Warden 
Lisbon Falls, ME 


Here's a short program that illus- 
trates this technique on the Commo- 
dore 64, It displays a menu of five 
options: change background color, 
change border color, change text 
color, set default colors, and exit the 
program, The current selection ap- 
pears in inverse. 


MG 10 
JM 20 


N=@ 

READ A$(N):1F AS(N)<>"-" 
AND N<9 THEN N=N+1:GOTO 
26:REM READ IN DATA 





DG 30 N=N-1:REM # OF ITEMS 

GA 40 REM PUT YOUR DATA STATEM 
ENTS HERE 

KP 50 DATA "1. CHANGE BACKGROU 
ND COLOR" 

RM 60 DATA "2, CHANGE BORDER C 
OLOR" 

GA 76 DATA "3. CHANGE TEXT COL 
oR" 

HC 80 DATA "4. SET COLORS TO D 
EFAULTS" 

EB 90 DATA "5, EXIT PROGRAM" 

SF 100 DATA :REM END OF DAT 
A MARKER 


SC 110 RS=CHR$ (29) :DS=CHRS (17) 
:RVS$=CHRS (18) :REM CRSR 
{SPACE}RIGHT, CRSR DOWN 
, AND REVERSE 

FOR I= T0 5 
RS=RS+RS:DS=DS+DS 

NEXT [:D$=CHRS (19) +D$ 


IX 120 
MR 136 
BP 140 





PX 156 REM SET STARTING COORDI 
NATES 

GR 160 SX=5:SY¥=5:MC=0:M2=0 

HR 170 PRINT CHRS(147) ;LEFTS(D 
$,SY); 

GH 180 FOR I=0 TO N 


XG 190 PRINT LEPTS(R$,SX);AS(I 
):NEXT I 

REM HIGHLIGHT MENU ITEM 
PRINT LEETS(D$,SY+MC) 7L 
EFTS(RS,SX);R 
GET AS:IF AS= 
IF VAL(AS)>@ AND VAL (AS 
)<=N+1 THEN MC=VAL (A$) - 
1:GOTO310:REM NUMBER KE 
vi 

IF A$=CHRS$(17) THEN MC= 
MC+1:1F MC>N THEN MC=@: 
REM CRSR DOWN 
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BS 200 
HB 216 







BG 226 
XB 236 


RH 246 


IF AS=CHRS(145) THEN MC 
=MC-1:IF MC<@ THEN MC=N 
:REM CRSR UP 

IF AS=CHRS(13) THEN310: 
REM RETURN 

REM RESTORE OLD SELECTI 
ON 

PRINT LEETS(D$,SY¥+M2)7L 
EFTS$ (R$,SX) ;AS (M2) 
M2=MC:GOTO216 

REM EXECUTE COMMAND 

ON MC+1 GOTO330, 340,350 
368,378 

GoTo31¢ 

A=53281:POKE A, (PEEK(A) 
AND 15)+1:GOTO220 
A=5328G:POKE A, (PEEK (A) 
AND 15)+1:GOT0226 
A=646:POKE A, (PEEK(A) A 
ND 15)+1:GOTO170 
POKE53280,14:POKES3281, 
6:POKE 646,14:GOTO174 
PRINT CHR$(147) :END 


RP 256 


KJ 266 
PR 270 
EG 280 


MQ 290 
FE 300 
SE 310 


SG 320 
DX 336 


RJ 340 
RX 350 
AS 360 
KB 370 


To choose one of the options, 
move the cursor up and down until 
the highlight bar is over your selec- 
tion; then press RETURN. Or press 
the corresponding number key (1-5). 

The program is liberally com- 
mented with REMs, so you shouldn't 
have too much trouble following the 
code. Notice how the program reads 
each menu item into a string. This 
approach allows you to expand the 
menu by making just a few, simple 
modifications in the program. 


BASIC to SpeedScript 
I'm a frequent user of SpeedScript 
3.2 and would like to know how to 
make a disk directory into a text file 
so I can page up and down through 
it. Is this possible? 
F. J. Carleton 
Metairie, LA 


Yes—it's a two-step process. First, 
you convert the disk directory into a 
sequential file; then you convert the 
sequential file into a SpeedScript file. 
Actually, this approach allows you to 
convert any BASIC program—not 
just a disk directory—into a text file. 

To begin, type in the following 
program and save it to disk with the 
filename SFC. If you have a copy of 
“Sequential File Converter,” pub- 
lished with SpeedScript 3.2, skip this 
step. (Sequential File Converter is 
also found on the SpeedScript disk as 
SEQ FILE CNVT.) 


FD 5 FORI=828T0920:READA:POKEI 
,ALX=X+A:NEXT: IEX<>11720T 
HENPRINT"DATA ERROR": STOP 
DATA76,93,3,76,204,255,1 
33,251,41,64,10,5,251,41 
DATA 191,133,251,41,32,7 
3,32,16,5,251, 201,95, 208 
DATA 2,169,13,133,251,96 
732,225,255, 240, 221,32 


GH 1a 
Fe 15 


BQ 20 


AS 25 DATA 135,3,201,13,208,2, 
169,31,72,41,128,74,133 

SX 30 DATA 251,104,41,63,5,251 
1133, 251,32,183,255,72 

MK 35 DATA 32,143,3,104,41,64, 
240,217, 76,204,255, 162 

EC 40 DATA 1,32,198,255,76,207 
255,162,2,32, 201,255 

QQ 45 DATA 165,251,76,210,255 

RS 50 INPUT" {DOWN} ({N}INPUT FIL 
E NAME"; I$ 

CG 55 INPUT" {DOWN 
{SPACE} NAME 

DE 68 DV=8:SA=7 
on: 

EB 65 OPEN1,8,3,1$:INPUT#15,EN 
EMS: FS=1§3 IFEN=OTHEN8O 

HQ 76 PRINT" {DOWN}DISK ERROR F 
OR ";E$:PRINTEMS 

PR 75 PRINT"{3 DOWN}RUN(3 UP)" 
:CLOSE1:CLOSE2:CLOSE15:£ 
ND 

SM 80 OPEN2,DV,SA," OS+",P, 
W": INPUT#15,EN,EMS$:F$=0$ 

GX 85 IFEN=GTHENLIS 

HM 90 IFEN<>63THEN70 

CM 95 PRINT" {DOWN)";0$;" EXIST 
S... REPLACE? (RVS)Y 
{OFF}/{RVS}N(OFF):" 

KO 100 GETAS:IFAS<>"Y"ANDAS<>" 
N"THEN1OO 

PD 105 IPAS="N"THEN75S 

HS 116 PRINT#15,"SG:"+0$:CLOSE 
2:GoT080 

RS 115 SYS828:1F (PEEK(144) AND1 
91) =OTHENPRINT" {DOWN} DO 
NE.":GOTO75 

QR 120 PRINT"I/O ERROR DURING 
{SPACE]CONVERSION.": INP 
UT#15,EN, EMS: LEEN<> OTHE 
N70 

CA 125 GOTO7S 


Next, load the disk directory 
(with LOAD“$",8) or a BASIC pro- 
gram that you wish to convert. Then, 
create an ASCII listing of the directo- 
ry or BASIC program by executing the 
following series of commands from 
immediate mode: 


OPEN2,8,1,"sequential program 
filename,S,;W";CMD2:LIST, 
PRINT#2:CLOSE2 


Whatever is in the BASIC workspace 
will be written to disk as a sequential 
file. Be sure you assign this file a 
unique filename. 

Now, to convert the sequential 
file to SpeedScript format, load and 
run SFC or Sequential File Converter. 
Both converters prompt you for the 
name of the sequential file (or input 
file) and the SpeedScript file (or out- 
put file). After you've entered both, 
SFC reads the sequential file from 
disk, performs the conversion, and 
writes the resulting file to disk in 
SpeedScript format. 

If you use Sequential File Con- 
verter instead of SFC, then, after 
you've entered the filenames, press D 
at the prompt Disk, Screen, Printer, 
Other. Then select option 3—Com- 
modore ASCII to SpeedScript—from 
the menu that follows. G 
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UTILITIES UNLIMITED, inc. peeouotace 


S, parameters, telecommunications, 
Rt. 3, Box 236 If you wish to place your order by phone C64/128 andtheintetalt 
Hillsboro, OR 97124 





CALL (503) 647-5611 UTILITIES We now have over 1,000 parameters in stock! 














SUPER-CARD PLUS RY VIDEO BYTE - the first FULL COLOR! 
The Sape.Card copier was the BEST disk archival utility ever created for the & video er for the C-64, C-128 
We took the Introducing the wor FULL COLOR! video digitizer for the 
Commodore C-64, C-128 & 128-D computer, 





VIDEO BYTE con give you di 
COLOR CAMERA or LIVE VIDEO (thanks toa tast!22 sec. scan tne) 

+ FULL COLORIZING! is possiie, due to a unique SELECT and INSERT color process, 
where you can select one of 15 COLORS and inset that color ito one of 4 GRAY 
SCALES. This process wil give you over 32.000 diferent color combinations to use in 
your video pictures. 

+ SAVES as KOALAS! Video Byte allows you to save all your pictures to disk as FULL 
COLOR KOALAS. After which (using Koala or sutable program) you can goin and 
redraw or recolor your Video Byte pic's. 

+ LOAD and RE-DISPLAY! Video Byte allows you to load and re-csplay all Video Byte 
pictures from inside Video Bytes 

+ MENU DRIVEN! Video Byte comes wit an easy to use menu crven U 
Gottzer program.* 

* COMPACT! Video Byto'sharaware is compa 
catridge! Video Byte comes with its own cable. 











ITY DISK and 





SUPER-CARD PLI 
yy! This means 


act no bigger than your average 





popular program + INTEGRATED! Video Byte is designed to be used wih or without EXPLODE! V4.1 color 
ar and precise that cartridge. Explode! V4.1 isthe perfect companion. 
Think about how many jou own. Now, how much does a + FREE! Video Byte users ae automaticaly sent FREE SOFTWARE updates along with 
backup cost for each of ly see how SUPER-CARD PLUS ‘new documentation, when it becomes avai 











+ PRINT! Video Byte will print out pictures to most printers, However, when used with 
Explode! V4.1, your printouts can be dane in FULL COLOR on the RAINBOW NX-1000, 
RAINBOW NX-1000C, EPSON JX-60, SEIKOSHA COLOR and the OKIDATA 10:20. 








Single Dual 109.95 Why DRAW a car, ea person or for that matter. 
2 anything when you can BYTE it 
FINAL CARTRIDGE Ill Video Byte it instead. VIDEO BYTE $79.95 











land, adds dozen: 


SUPER EXPLODE! V4.1 w/COLOR DUMP. 
It youite looking for a CARTRIDGE which can CAPTURE ANY SCREEN, 
ws (C-64 works like an PRINTS ALL HI-RES and TEXT SCREENS in FULL COLOR to the 
LIST $69.95... ONLY $54.95 RAINBOW NX-1000, RAINBOW NX-1000C, EPSON JX-80 and the 
= OKIDATA 10 or 20. Prints in 16 gray scale ther printers. Comes 
THE 128 SUPERCHIP - A,B or C (another first) withthe wads FASTEST SAVE and LOAD fins in 9 cag oa 
— There is an empty socket inside your dual SEQ., PRG. fe reader. Plus a buit-in 8 SECOND format and MUCH, 
MUCH MORE! Then Explode V4.1 is fr y 
PRICE? $44.95 + S'H or 49.95 wioptional disable switch. 



















































doestit use up any memory. To use, sim 
‘command. 
B—HAS SUPER 81 UTILITIES, a com 
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c— “Cc IS FOR COMBO and that's what you el A super combination of both chips 
A and B in one chip, switchable at a great savings to you. All Chips Include 100 Watch for New Amiga Products 
breeds : $29.95 C: SH95 Coming Soon! 

ADD $4.00 Shipping & Handling Chips A or B: $29.95 ea Chip C: $44.95 ea. 








| .00 f D. in USA Onl = = 
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dim Butterfield 


Computers don’t do random things. 
At least, we hope they don’t. So, 
when we need a random number to 
create certain effects—say, to roll a 
pair of dice, scramble the order of a 
list, or simulate real-world events, 
we are faced with a puzzle. We want 
a precisely organized machine to be- 
have in a random manner. 

The art and science of random- 
number generation is a whole field 
of study in itself. Methods for testing 
numbers for true randomness can 
fill textbooks. With most computers, 
numbers are not truly random. Each 
“pseudo-random” value is a scram- 
bled version of the previous one. 

The Commodore 64 and 128 
have a built-in random-number 
generator; it’s part of the SID chip. 
If we set voice 3 for “noise,” we can 
read random values from the chip 
by PEEKing location 54296. 

Hardware generators of ran- 
dom numbers are viewed with sus- 
picion by technical experts. They are 
often based on components contain- 
ing electronic noise, which may fa- 
vor certain values over others. Such 
devices may also change as they 
age, and a good “white noise” de- 
vice may become “colored,” or less 
random, over time, The SID chip, 
however, likely uses a digital scram- 
bler to generate its noise waveform. 
As such, it won't deteriorate with 
age. But is it truly random? 

This month’s program tests the 
SID generator for true randomness 
in a simple way. It asks for 65,536 
random numbers, each of which 
might be in the range 0-255. As the 
numbers appear, they are tabulated. 

We would expect that 65,536 
random numbers split among 256 
possible values to yield 256 sam- 
ples of each. But it won't be exact. 
In fact, we would reject the genera- 
tor if it did produce exactly 256 of 
each. Random numbers should not 
be that predictable. We'd expect 
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most numbers to occur about 256 
times, with the occasional one go- 
ing as low as 200 or as high as 300. 
The figures are not exact. After all, 
these are random numbers. 

How long will it take to gener- 
ate 65,536 random numbers? You'll 
be surprised at the speed. If the SID 
chip's sound is enabled, you may 
even hear the “crash” of the noise 
generator as you start it up. 

The BASIC portion of the pro- 
gram POKEs the machine language 
(ML) code into place and sets up the 
SID chip. After the random values 
have been calculated and tabulated 
by the machine language routine, 
the BASIC program prints the count 
of each occurrence, beginning with 
the number of times 0 was generat- 
ed and going up to the incidence of 
value 255. 

You'll find that the generator 
produces a fairly good distribution 
of values. Keep in mind that this 
test is not the only one that would 
be needed to prove randomness, 
but it’s one indication. 


The ML Program 

We must set up 256 counters. Be- 
cause the values can go over 255, 
each counter needs two bytes to 
hold its value. However, these 
bytes do not need to be together. 
For example, we'll count the num- 
ber of occurrences of value 0 in 
hexadecimal 3000 (low order) and 
3100 (high order); occurrences of 
value 1 go into $3001 and $3101, 
and so on. But before we start the 
count, we need to zero the counters. 


2000 LDA #$00 
2002 LDY #$00 
2004 STA $3000,Y 
2007 STA $3100,Y 
200A DEY 
200B BNE $2004 

7 The 65,536 counter is in Y 

; (low) and $1FFF (high). 
200D STY S1FFF j;value 0 

; Loop here for next 


;Clear counters. 


Random-Number Test 


; random number. 

2010 LDX $D41B 
; The number is in X. Count 
; in the table at $3000. 

2013 INC $3000,X 

; If overflow, add to high 

; byte of counter. 

2016 BNE $201B 

2018 INC $3100,X 
; Count the number of times 
; we have done this. 

201B INY 

201C BNE $2010 

201E INC $1FFF 

2021 BNE $2010 

2023 RTS 


It's interesting to note that INY 
and DEY are interchangeable in this 
program, as are INC and DEC at 
$201E. Whether we count up or 
down, it takes 256 steps to get back 
to 0. 


The BASIC Program 

I've picked an arbitrary setup for 
the SID chip in the program below, 
You might like to change the values 
that are POKEd into the chip and 
repeat the test to see what happens. 


10 REM RANDOM TEST 

20 DATA 169,0,160,0,153,0,48 

30 DATA 153,0,49,136,208,247 

40 DATA 140,255,31,174,27,212 

50 DATA 254,0,48,208,3,254,0 

60 DATA 49,200,208,242,238 

70 DATA 255,31,208,237,96 

80 FOR J=8192 TO 8227:READ X 

90 T=T+X:POKE J,X:NEXT J 

100 IF T<>4693 THEN STOP 

110 REM CHECK RANDOM 
OSCILLATOR 

120 POKE 54290,129 

130 POKE 54287,255 

140 SYS 8192 

150 FOR J=0 TO 255 

160 X= PEEK(J+12544)*256 + PEEK 
(7+12288) 

170 PRINT RIGHTS(“{4 SPACES}” 
+STRS(X),5); 

180 NEXT J 

190 END G 
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World Geography 


for the Commodore 64/128 





rotating glob 
World Geography is the fun way to 
learn the world’s countries, their flags, 
capitals, populations, languages and 
currencies in an entertaining 1- or 2- 
player educational game for the whole 
family, Updated every year! 
and adults will enje 
gram for hours and ho! 
—Family 
“The entire presentation 
ing . .. This is really an achievement!” 
—Commodore Magazi 
To order call 
800 331-4321 
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1541/1571 
Physical Exam 


Disk Drive Diagnostic & Repair Kit 


Test and repair speed, alignmen 
and stop position on your 1541 o1 
1571 disk drive. With on-screen 
interpretation of test results & 
jest option to save test results foi 
uture reference. Physical Exam 
includes a true digital alignmen 
lisk, (no scope required to align 
our drive, just a screw driver!) & 
a 40 page illustrated instructior 
repair manual. Over 18,000 
Physical Exam programs hav 
been sold to drive owners and 
epair centers. Customers’ com. 
ments: "Physical Exam version 4. 
is excellent"; "I’ve tried them all 
and yours is still #1"; "Great 
product", $39.95 ea. S & H $3.50 


1541/1571 Physical Exam 
1-800-762-5645 
Cardinal Software, 14840 Build 
anes Dr. , Woodbridge, VA 
22191 Info: (703) 491-6494 
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Shao-Tien Pan 


Jazz up your screen displays with 
these short machine language rou- 
tines for the 64, 


In last month’s column (“On the 
Border’’), we presented three 
raster-interrupt routines that creat- 
ed colorful special effects in the 
border. This month, we'll look at 
two routines that produce some 
zany effects in the screen area itself. 
Like the border routines, the screen 
routines are short—under 200 
bytes—and are compatible with 
most other programs. They can be 
used in tandem or combined with 
the border routines to enliven your 
BASIC-program displays. 


Getting Started 

“Screen Play’’ consists of three 
short BASIC loaders. The first two 
programs create the screen effects; 
the third turns off each effect. Pro- 
gram 1, “Bounce,” and Program 2, 
“Waves,” both cause the text to 
waver from side to side. Bounce 
produces this effect in three por- 
tions of the screen simultaneously. 
Each undulating area moves up and 
down to give the illusion of bounc- 
ing. Waves uses a similar effect to 
produce a wave pattern over the 
entire screen. Program 3, “Off,” re- 
stores the screen to normal. It ap- 
peared last month as Program 4; if 
you already have a copy of it, don’t 
bother typing it in. 

To avoid typing errors, enter 
each program using the “The Auto- 
matic Proofreader,” found else- 
where in this issue. Since the 
routines have different line num- 
bers, you can type them in sepa- 
rately or combine them into a single 
program. Before you run any of the 
programs, be sure to save a copy of 
each to tape or disk. 

To install and activate one of 
the screen effects, load and run 
Bounce or Waves. To turn off the 


Screen Play 


effect, load and run Off or press 
RUN/STOP-RESTORE. 

The SYS command in the last 
line of each program, executed from 
either direct or program mode, acti- 
vates a particular screen effect. To 
turn on Bounce, enter SYS 49617; 
for Waves, enter SYS 49810; and 
for Off, enter SYS 49974. To reacti- 
vate a screen effect after you've dis- 
abled it, SYS to it a second time. 


Combining Effects 

Because the Screen Play and On the 
Border routines reside at different 
locations in memory, they can all be 
loaded at the same time. And, as 
long as you leave the IRQ interrupt 
vector and memory locations in the 
range 49152-50174 intact, you'll 
have five special effects at your dis- 
posal. To set this up, just include all 
six loaders in your program. Then, 
to switch quickly from one effect to 
another, execute the appropriate 
SYS. For example, you could acti- 
vate Wave with SYS 49810 on a ti- 
tle screen, turn it off with SYS 
49974, and then activate Bounce 
with SYS 49617. 

See program listings on page 82. G 





COMPUTE!'s Gazette is looking 
for utilities, games, applications, 
educational programs, and tu- 

torial articles. If you've created 
a program that you think other 
readers might enjoy or find use- 
ful, send it, on tape or disk, to: 


Submissions Reviewer 
COMPUTE! Publications 
P.O. Box 5406 
Greensboro, NC 27403 


Please enclose an SASE if you 
wish to have the materials 
returned. Articles are reviewed 
within four weeks of submission. 
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14 Super Tools‘for Commodore 64 Users! 


Get the most from your 64 with the 14 most important power tools ever published in Gazette, 
The editors have selected 14 outstanding programs for serious users and programmers. Now 
they’re available together—with documentation—on one disk. 


MetaBASIC) 
A Gazette classic! 32 powerful commands that 
will change the way you program. 


Disk Rapid Transit 
Lightning-fast file copier—5 times faster than 
the 1541 

Mob Maker . 


Our most powerful sprite editor—a must \for 
animators and game designers 

Ultrafont+ 
Superb custom-character editor packed with 
easy-to-use features 

Quick! 

Speed file loads up to 4 times faster than the 
1541! 

Disk Editor 
The easy way to examine and alter any byte on 
disk 

Basically Music 

Complete, powerful composition tool for 
musicians or programmers 


YES! Send me copies of Gazetie’s 
Power Tools. I've enclosed $9.95 (including 
shipping and handling) for each copy. 





Name 





Address. 





City. State. ZIP 





*Rosidents of New York, Pennsylvania, and North Carolina add appropriate sales tax for your state. All orders must be paid in U.S. funds by 
card orders accepted. Please allow 4-6 wooks for delivery, For delivery outside the U.S. or Canada, add $1 for surtace mail or $3 for a 


PrintScreen 
Dump entire screens—including sprites and hi- 
rés graphics—to your printer 
1526 PrintScreen 
A version of PrintScreen for Commodore 1526/ 
MPS-802 printers 
Fast Assembler 
Symbolic, label-based assembler with many 
useful features 


Smart Disassembler 


» RAM-based disassembler with meaningful 


labels 
i Comparator 
Versatile and comprehensive utility for 
comparing BASIC programs 

Sprint II 
A BASIC compi hat can make your 
programs up to 













order co 


P— 


USS. bank. Sorry, no croit 


Randy Thompson 


“The Programmer's Page” is 
interested in your programming 
tips and tricks. Send all submis- 
sions to The Programmer's Page, 
COMPUTE!'s Gazette, P.O. Box 
5406, Greensboro, North Carolina 
27403. We'll pay $25-$50 for each 
tip we publish. 


I receive more stylized printing rou- 
tines than any other kind of pro- 
gramming tip. It only makes sense. 
After all, every programmer has to 
output text at one time or another. 
So the next time you find yourself 
printing a program title, high score, 
or important input prompt, try jazz~ 
ing it up a bit with one of the rou- 
tines below. 


Easy Centering 
This tip shows how you can use 
DEF EN to easily center text. 


CE 106 DEF FNA(X)=(40-LEN (MS) )/ 
2 


HR 20 PRINT CHRS(147) 

DA 30 MS$="FIRST LINE": PRINT TA 
B(FNA(X)) M$ 

ED 40 MS="THIS IS THE SECOND L 





RINT TAB (ENA (X)) MS 
:PRINT TAB(FNA( 






ME 50} 


As you can see, all you have to 
do to print centered text is precede 
it with a TAB(FNA(X)). If you're 
using 80-column mode on the 128, 
change the 40 in line 10 to an 80. 

Helen Roth 
Los Angeles, CA 


Printing Backwards 
Kids love this little routine: 














KH 10 PRINT CHRS(147):PRINT 
YPE YOUR NAME AND PRE 
{SPACE} RETURN": INPUT MS 

ER 20 L=LEN (M$) 

QK 30 PRINT:PRINT "NICE TO MEE 
T YOU, "; 

QS 46 FOR I=L TO 1 STEP 
NT MIDS(MS,1,1) 

FB 50 PRINT "1" 


This polite program asks you to 
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enter your name, tells you that it’s 

nice to meet you, and then prints 

your name in reverse order (first 
character last, last character first). 

htoR neleH 

Los Angeles, CA 


Expanding Messages 

A simple but effective way to attract 
attention is to make your title 
screens or menus expand onscreen. 
The following program prints mes- 
sages by “pushing” them out from 
the middle of the screen. To use it, 
simply set M$ in line 10 to the mes- 
sage you wish to print and then run 
the program, 






KA 10 ** EXPANDING MESSAG 


L1=LEN (MS) :L2=INT (L1/2) 
FOR T=1 TO L2 

PRINT CHR$(145) ;TAB(20-T 
) ;LEFTS (MS,T) ; RIGHTS (MS, 
L1-(L2*2)+T) 

FOR D=l TO 1@G:NEXT D 
NEXT T 


Pc 20 
XD 39 
ES 40 


PR 50 
EQ 60 


This program works on the 64 
and 128. It automatically centers the 
message on the screen. If you plan 
to use the program on an 80-column 
screen, change the TAB statement in 
line 40 to read TAB(40—T). The de- 
lay loop in line 50 can also be varied 
to speed up or slow down the print- 
ing of your message. 

Thomas M. Turner 
Waterloo, IA 


Falling Letters 

This 64 program prints messages by 
shooting letters down from the top 
of the screen while flashing the text 
colors. Any message can be printed 
this way; simply set M$ in line 40 to 
the message you choose. 
AM 16 PRINTCHRS (147) 

GM 20 FORZ=491527049269 
POKEZ,C:S=S+C: NEXT 
SYS49152 

MS="**PALLING LETTERS BY 


JACQUES BINGHAM**" 
CR=16 





ADC: 


BQ 30 
EC 40 


KH 50 
RH 60 







= (40-B) /2-1: 
1S=MIDS(MS,A, 
1) : PRINTCHR$ (19) 


Printing with Style 


PB O70 IF M1$<>" "THEN FOR T=1 
{SPACE}TO CR-2: PRINTTAB( 
WA+A) MISCHRS (145) : PRINTT 
AB(WA+A)" " 

BD 80 NEXT: PRINTTAB (WA+A)M1S:N 
EXT 

QF 90 REM FLASHING DATA 

DX 106 DATA 120,169, 21,141, 20, 

3,169,192,141,21,3,160, 

6,140,84,192, 146 

DATA 86,192,88,96,172,8 

4,192,200,140,84,192,19 

2,3,208,49,160,0 

DATA 140,84,192,172,86, 

192,185,87,192,162,0,15 

7,0,216,157,0,217 

DATA 157,,218,157,0,21 

9,141,134,2, 232,208,238 

1169,0,141,32,208 

DATA 141,33, 208,200,192 

30, 208,002,160,0,140,8 

6,192,76,49,234,0 

DATA 1,7,6,9,11,2,8,471 

4,12,10,5,7,15,7,13,1 

DATA 1,13,7,15,4,5,16,1 

2,14,4,8,7,11,9,6,15 


PM 110 
QF 126 
Gx 136 
KB 140 


XF 150 


RX 166 


You.can shorten the program if 
you take out the color cycling. To 
do this, delete lines 20, 30, and 
90-160. This also makes it work on 
the 128, since only the color-cycling 
portion is 64-specific. 

Jacques Bingham 
DeSoto, MO 


Fade-Ins 

Using the 64/128's different shades 
of gray, this printing routines fades 
text onto the screen. To center text, 
it uses the “Easy Centering” trick. 


CE 10 DEF FNA(X)=(40-LEN(MS)) / 
2 

QF 20 MS="COMMODORE 64 - CosTS 

LESS, DOES MORE" 

FB 36 POKE 53281,0 =CHRS (15 

1) +CHRS (152) +CHRS (155) +C 

HRS (5) 

FOR I=1 TO 4:PRINT TAB(E 

NA (X)) MIDS (CS,1,1)MSCHRS 

(145) 

HH 50 FOR J=1 T0 26:NEXT J,1 


As with the other tips, you can 
set the variable M$ equal to any 
message you choose. You may also 
alter the speed of the fade-in by 
modifying the FOR-NEXT loop 
found in line 50. 

Randy Thompson 
Greensboro, NC 
G 
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For Arcade and Strategy Game Lovers 

Gazette has published more than 200 games in the past six years. Which are the 
best? The most exciting? The most challenging? The editors have looked at them all 
and picked the best dozen arcade and strategy games for the 64, Now they're all on 
one disk—with documentation—ready to load and play. 





12 Top Ready-to-Run Games for the 64! 








A Crossroads I: Pandemonium A Heat Seeker Arcade action at its A Arcade Volleyball Fast-paced, ewo- 
Action-packed shoot-'em-up that best—for the nimble-fingered and player arcade version of America’s 
you'll play for hours—includes maze nimble-minded. favorite beach sport. 
editor for customizing & Omicron Frantically paced, multi- A Mosaic Classic battle of wits for one 

A Basketball Sam & Ed Delightfully level arcade action. or two players, 
clever one- or two-player arcade A Powerball Futuristic version of & Power Poker One of the most 
game with outstanding graphics and Breakout, packed with challenges. addictive strategy games you'll ever 
animation. A Q-Bird Graphically stunning play—guaranteed. 

A Delta War Fast and furious two- action/strategy game. A Scorpion I Superb game of mental 
player game loaded with options, A Trap 3-D universe thac demands challenge with great graphics. 


your best strategy skills for survival, 














3! Send me opies of the Best Gazette Games disk. 
I’ve enclosed $9.95 for each copy. 
a — Amount = 
Parner = = Sales\‘Tax¢_—_————— —=s 
oy fae TP tee Se 








Mail personal check or money order for $9.95* Best Gazette Games Disk 
P.O, Box 5188 
Greensboro, NC 27403 


*Residents of New York, Pennsylvania, and North Carolina add appropriate sales tax for your state, All orders must be paid in U,S, funds by a check drawn on a 
US. bank, Sorry, no credit card orders accepted, Please allow 4-6 weeks for delivery 








Larry Cotton 


What do the Italian opera singer 
Pavarotti, a siren, and a telephone 
have in common? Give up? Vibrato. 
Vibrato causes a tone’s pitch to rise 
and fall with time. A siren’s pitch 
fluctuations are great, while Pavar- 
otti’s and a telephone’s are relative- 
ly small. 

Two other characteristics dis- 
tinguish vibrato: shape and speed. 
This month we'll use the BASIC 
function PEEK to add vibrato to the 
Mozart sonata programmed in the 
August column. Of course, this 
means partially rewriting the 
program. 

Let’s begin with two constants 
that define the speed and shape of 
the vibrato (you don’t have to enter 
the REMs): 


10 S=110:REM VIBRATO SPEED 
20 T=17:REM VIBRATO SHAPE 


We'll use voice 1 as our prima- 
ry voice and vary its pitch using 
voice 3, The Commodore 64 is able 
to read four registers of its music 
chip (SID), specifically 54297- 
54300. But we only need the regis- 
ter at 54299, which has the ability 
to influence the sound of voice 1. 

For now, let's define the shape 
of voice 1, our main voice, as a 
pulse wave: 


30 U=65:REM VOICE 1'S 
WAVEFORM 
We'll define the first SID-chip 
register as the constant V: 


40 V=54272:REM FIRST SID 
REGISTER 





and the PEEKable register at 54299, 
as P: 


50 P=V+27:REM P=54299 
Next, we'll clear the sound chip: 


60 FOR L=V TO V+24:POKE 
L,0;NEXT:REM CLEAR SID CHIP 


and give voice 1 an envelope to 
keep the notes sounding: 


70 POKE V+5,4:POKE 
V+6,255:REM ADSR VOICE 1 


Mellow Pulses 

We want our tune to sound mellow; 
we can do this by controlling the 
shape of the pulse wave. Later, 
we'll look at this register (54275) in 
greater detail and POKE some new 
values there. 


80 POKE V+3,8:REM VOICE 1 50% 
SQUARE 


Do the same for voice 3: 


90 POKE V+17,8:REM VOICE 3 
50% SQUARE 


Now, POKE voice 3’s low- 
frequency register with the constant 
S (defined in line 10); 


100 POKE V+14,S:REM VIBRATO 
SPEED 


Without going into too much 
detail about the SID, suffice it to say 
that this line gives voice 3 a very 
low pitch (you can’t hear it), which 
in turn causes the pitch of voice 1 to 
rise and fall at a slow speed, What 
results is vibrato, We also want 
voice 1’s pitch to rise and fall 
smoothly. Thus, we POKE a 17 (for 


Good Vibes 


a triangle waveform) into voice 3's 
control register: 


110 POKE V+18,T:REM VIBRATO 
SHAPE 


If you don’t understand all of 
this so far, don’t worry. The SID 
chip still has programmers scratch- 
ing their heads seven years after its 
debut. Hopefully though, your un- 
derstanding of the chip will im- 
prove as we continue. 


120 POKE V+24,15:REM MAX 
VOLUME 


Finally—a graspable concept. 
This line sets the volume for all 
three voices. Now, turn on voice 1 
with the pulse waveform: 


130 POKE V+4,U:REM VOICE 1'S 
WAVEFORM 


A Nested FOR-NEXT Loop 


We want to play seven notes, so we 
set up a FOR-NEXT loop: 


140 FOR N=1 TO 7:REM SEVEN 
NOTES 


First, we READ each note’s coarse 
(or high) frequency and duration 
from DATA statements, The fre- 
quency values are not necessarily 
the same as those listed in the 
musical-note value table in the Pro- 
grammer’s Reference Guide. Adding 
vibrato influences those values. 
(Voice 1’s fine, or low, frequency is 
controlled by the vibrato, so we 
don’t need to READ it.) 


150 READ FE,D:REM FREQUENCY 
AND DURATION 


Effect of Waveform on Register 54299 











Waveform Triangle Sawtooth Square (Pulse) Noise 
Value in 54290 a 33 65 129 





Values returned 
in 54299 








0,1,2,3 . ..255,254,253...0 


0,1,2,3 ... 255,0,1,2,3 ...255,0 








0,255,0,255,0,255 


random values 
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Next, POKE voice 1’s high fre- 
quency into the appropriate register: 


160 POKE V+1,F:REM POKE HIGH 
VALUE 


Now, we use a nested FOR- 
NEXT loop to start a delay, which 
also starts the note’s vibrato: 


170 FOR J=1 TO D:REM BEGIN 
VIBRATO 


At Last—PEEK 
Here’s where we use PEEK to look 
at register 54299; 


180 W=PEEK(P):REM READ 
REGISTER 54299 


PEEK is the opposite of POKE; 
it monitors a particular register or 
address, In this case, it returns a 
constantly changing stream of val- 
ues from 0 to 255, Since we chose 
the triangle waveform for voice 3 
(lines 20 and 110), the PEEKed val- 
ues will rise smoothly from 0 to 
255, drop smoothly back to 0, and 
rise again to 255 (see the accompa- 
nying table). This pattern repeats as 
long as the register at 54290 (V+18 
in line 110) is gated, or turned on, 
with the waveform value, 

PEEK, of course, has many 
uses; we'll see more in forthcoming 
columns, Now, POKE the PEEKed 
value W into the low-frequency 
register for voice 1: 


190 POKE V,W:REM POKE LOW 
VALUE 


Include a NEXT, which ends 
the note’s vibrato and sends control 
back to line 170: 


200 NEXT J:REM END NOTE'S 
VIBRATO 


This is important: As long as 
the program is in this inner FOR- 
NEXT loop, voice 1’s low-frequency 
register is continually being POKEd 
with a constantly varying PEEKed 
value from voice 3, Result: vibrato! 


The Turnoff 

Next, we need to turn off the note. 
One way to do that is to make voice 
1's frequency 0. This is often better 
than setting the volume register 
(54296) to 0 because it avoids an 
audible pop or click. Here’s the line; 
be sure that both high- and low- 
frequency registers are set to 0: 


210 POKE V,0:POKE V+1,0:REM 
TURN OFF NOTE 


Add a NEXT for our outer note- 
counting loop, which returns con- 
trol to line 140 to start another note: 


220 NEXT N 


Only the DATA line with alter- 
nating frequency and duration val- 
ues remains: 


230 DATA 20,80,25,40,30,40,19,60,20, 
8,22,8,20,80 


Now, run the program, You'll 
hear the first seven notes of Mo- 
zart’s sonata in C (transposed to F), 
with a nice touch of vibrato, 

The pulse wave doesn’t always 
sound mellow, You can vary its tim- 
bre by POKEing various values from 
1 to 15 into V+3 (location 54275) in 
line 80 and V+17 (location 54289) 
in line 90, This varies the duty cycle 
of the pulse waveform, or the per- 
centage of the waveform cycle spent 
at maximum amplitude, The sound 
will range from tinny to mellow and 
back again. (For the more adventur- 
ous, it’s fun to modify the pulse 
wave in realtime.) 


Telephone Bells 

At the beginning of this column, we 
mentioned that the telephone uses 
vibrato in its signaler (bell). If it 
uses real bells, they are often tuned 
to slightly different frequencies, 
The signaler frequencies for an 
electronic telephone are often 
tuned to a minor third. You can 
simulate that signaler with the fol- 
lowing short program. 


10 R=20:REM BASIC PITCH 

20 S=155:REM VIBRATO SPEED 

30 U=65:REM VOICE 1’'S 
WAVEFORM 

40 X=55:REM DIVISOR; SEE LINE 
150 

50 T=65:REM VIBRATO SHAPE 

60 V=54272:P=V+27:REM SEE 
MOZART SONATA 

70 FOR L=V TO V+24:POKE 
L,0:NEXT:REM CLEAR CHIP 

80 POKE V+5,4:POKE 
V+6,255:REM VOICE 1’S 
ENVELOPE 

90 POKE V+3,8:REM VOICE 1 50% 
SQUARE 

100 POKE V+17,8:REM VOICE 3 

50% SQUARE 

110 POKE V+4,U 

120 POKE V+14,S 

130 POKE V+18,T 

140 POKE V+24,15 

150 W=R+PEEK(P)/X 

160 POKE V+1,W:REM VOICE 1’S 


HIGH FREQ 
170 GET A$:IF A$="” THEN 
150:REM WAIT FOR KEYPRESS 
180 POKE V+1,0:END 


Enter this program with or 
without the REMs, When you've 
finished, save it to disk or tape and 
then type RUN. You'll hear an elec- 
tronic telephone “bell.” 

This program is similar to the 
one for the Mozart sonata. The lines 
that differ are as follows: 


* Line 40. X is a divisor that we'll 
use in line 150 to modify the 
PEEKed values. This is necessary 
to achieve the extreme pitches in 
vibrato, 

Line 150. The only difference 
here is that we're dividing each 
PEEKed value by our divisor, X. 
Line 160. We're POKEing only 
the high-frequency register 
(54273) for voice 1; the low fre- 
quency stays at 0. 

Line 170. Unlike with the Mozart 
sonata, we put this program in a 
continuous loop; the only way to 
break out of it is by pressing a key. 
We use the GET statement to de- 
tect the keypress. If one isn’t 
forthcoming, control returns to 
line 150. We aren’t counting 
notes, so we don’t need any FOR- 
NEXT loops. 

Line 180. Turn off the sound by 
POKEing voice 1's high-frequency 
register with 0, Then END the 
program. If you were to end the 
program without this POKE, the 
sound would linger ad nauseam 
(and without vibrato). 


Some Bizarre Variations 
Here are three more variations that 
often produce bizarre results. 
Change the variables in lines 10-50 
to the values shown below. Run 
each variation separately. 


R Ss U 


x 
0 250 «33 4 33 

2 0 15 65 6 

0 255 65 1 
Note that the second variation 
uses the noise waveform as the vi- 
brato source. Remember that the 
pitch of voice 1 follows the shape of 
voice 3’s waveform; in this case, 
PEEKing memory register 54299 
yields random numbers in the range 
0-255. G 
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Rhett Anderson 


Commodore’s doing great finan- 
cially. Commodore's in big trouble 
red-ink-wise. Commodore's going 
to sell a game machine based on the 
Amiga. Commodore’s going to sell 
a game machine based on the 64. 
Commodore’s bailing out of the 8- 
bit market. Commodore sells a mil- 
lion 64s a year. Commodore's 
building a new computer based on 
the 64. 

The software market is 
healthy. It’s weak. Ahoy has gone 
under. Commodore Magazine is go- 
ing under. Info has gone Amiga. 
RUN is down to 64 pages for three 
issues straight. 

Max Toy is doing great. Toy’s 
out, Copperman’s in. Commo- 
dore’s going for the business mar- 
ket. Now going for the education 
market. Doesn’t matter—every- 
one’s producing games. 

What does it all mean? How 
can it mean anything? Just about 
every statement we hear anymore 
from Commodore or from the press 
contradicts something we heard the 
week before. Clearly someone's 
telling the truth (if only acci- 
dentally). My solution is to believe 
everything but to not care one way 
or the other until the rumor be- 
comes a fact. Another popular strat- 
egy is to disbelieve everything. 


Remember Power Play? 

So what are the facts? Commodore 
Magazine (formerly the alternating 
tag team of Power Play and Commo- 
dore Microcomputing) has decided 
to cease publication. This fact came 
to light when a deluge of their col- 
umnists and freelance writers wrote 
to us, called us, and even dropped 
by our office, looking for a place to 
peddle their words. 

Rumor has it that the magazine 
(despite its newfound profitability) 
was nixed by new chief Harold 
Copperman because ‘‘Commo- 
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dore’s a computer company.” 

And what about that 8-bit 
super-64 that was mentioned in last 
issue’s “Editor's Notes’? The last 
word that I’ve heard is that it has 
been dropped. But who can tell? 

Despite everyone's assurances 
that the 64 software market is a 
desert, a steady stream of new 
products continues to wash up. 


Smart Computers 

I get some great letters. I read them 
all, but I must admit that many of 
them are soon adrift in the great sea 
of paper that is my office. Recently, 
one of my favorite letters has 
resurfaced, 

The letter addresses a point I 
made in the January 1989 “Hori- 
zons.” I said: “Using paper and 
pencil, add up the 100 consecutive 
numbers which start at the number 
98765. Then write a BASIC pro- 
gram which does the same thing. 
Your 64 will win handily.” 

Now carefully read Ed Christo- 
phersen’s introduction. ‘In the 
‘Horizons’ article of January 1989, 
the point was proposed that the 64 
could outperform the human brain 
in solving the problem of adding 
the 100 consecutive numbers that 
start with 98765, including the time 
needed to write the program.” 

Well, Mr. Christophersen 
didn’t buy it. 

“All you have to do with your 
brain is to add the first and last 
numbers (98,765 + 98,864) of the 
sequence (getting 197,629); realiz- 
ing that there are 50 matched pairs 
in the sequence (98,766 + 
98,863 ...), divide by 2 (1/2 of 
197,629 = 98,814.5); move the 
decimal point two places to the 
right to multiply by 100, and you 
have the correct answer of 
9,881,450! Your hypothetical ‘be- 
ginning programmer’ would still be 
on line 30 S=S+X by the time your 
brain has the answer.” 

Wow! The problem is that it 


What's Going On? 


took me longer to figure that out 
than it would have taken me to 
write the program. For those who 
can’t quite see the trick, let’s take a 
simpler example: the sum of the 
numbers from 1 to 10. 

Add the first and the last num- 
bers to get 11. There are five 
“matched pairs’ that all add up to 
11 (Land 10, 2 and 9, 3 and 8, 4 and 
7,5 and 6), so we divide'11 by 2 and 
get 5.5, (The division by 2 is neces- 
sary because we are pairing the 
numbers.) Multiply by 10 (because 
we're adding ten numbers together) 
and get 55, the correct answer. 

Gazette copy editor Karen 
Uhlendorf points out that an even 
better way to do the calculation is to 
add together the highest and lowest 
numbers in the sequence and multi- 
ply the result by one-half the num- 
ber of integers you are summing. 

Mr. Christophersen has found 
a fascinating mathematical trick 
(and it seems as if I’ve run across it 
before—do any readers know the 
origin of this insight?), but he hasn’t 
refuted the statements I made in 
January. 

If you don’t have the issue 
handy, I said that the human brain 
was much more flexible, but that 
the computer was much quicker at 
certain rote tasks. Indeed, Mr. 
Christophersen has used his flexi- 
ble brain to cheat by restating my 
challenge. Reread the challenge as I 
stated it and as Mr. Christophersen 
stated it, | said, “Using paper and 
pencil, add up the 100 consecutive 
numbers which start at the number 
98765." He says, ‘The point was 
proposed that the 64 could outper- 
form the brain in solving the prob- 
lem of adding.” A subtle difference, 
perhaps, but I would maintain that 
Mr. Christophersen broke the rules 
when he added by multiplying. 

Like it or not, computers are 
getting smarter. Next month Ga- 
zette begins a special series on neu- 
ral networking. Be sure to catch it.@ 











Charter Subscription Santis 


Exclusively for 
Amiga Users 


Here’s great news for Amiga users! 
Now you can save a full 44% off the 
cover price—by saying “YES” today to 
a Charter Subscription to COMPUTE!’s 
AMIGA RESOURCE, the definitive quide 
to Amiga computing. 

Whether you're into desktop video, 
sound and graphics, programming, 
art, music or games, COMPUTE!'s 
AMIGA RESOURCE will provide you 
with a wealth of columns, reviews, 
features, opinions and ideas that are 
Sure to help you get the most fun, 
most productivity, most excitement 
from your Amiga computer, 


Valuable “how to” articles, 
suggestions and applications. 
Each exciting new issue will keep you 
up-to-date with the latest in Amiga 
news, trends and new product re- 
leases. You'll also get in-depth reviews 
and valuable buyer's guides on soft- 
ware and hardware that can save 
you plenty! 

If you like to program, you'll 
thoroughly enjoy AMIGA RESOURCE’s 
regular programming hints and tips. 
You'll learn the best language for 
programming.. how to play sampled 






















WOW! Deluxe Paint Ill Is Here! 


bis 
sion 


TAKE COMMAND 
OF YOUR AMIGA! 


> Which Custom 


Hands-On Report on. 
5 Input Devices 
OcTTINa Down To 


Busi: 
an Aran Compete 


sounds... and much, much more. 


Save 44% with a Charter 
Subscription now. 

Discover just how much more you can 
get from your Amiga computer by 
saying “YES” today to this Charter 
Subscription invitation, You'll get 6 
big issues for just $9.97—a savings of 


Mail today to: COMPUTE!’s AMIGA RESOURCE 
P.O, Box 3253, Harlan, 1A 51593-2433 
YES! J [know a great deal when I see one. 
© Sign me upasa Charter Subscriber 
to COMPUTE!'s AMIGA RESOURCE, 
(| Send me 6 big issues of COMPUTEN’s AMIGA 
RESOURCE for just $9.97. I save 44% off the 
cover price, 
Send me COMPUTE!'s AMIGA RESOURCE— 
complete with the optional disk containing 
at least 5 exciting new programs per disk. 
V'll pay just $39.95 for 6 issues, each with 
disk—a savings of 55% off the cover price. 
(1 Payment Enclosed { | Bill Me 





44% off the cover price, ..55% off the 
regular subscription price. Just return 
the attached reply card or complete 
and mail the coupon below now. 





COMPUTE!’s AMIGA RESOURCE’s 
optional companion disk means 
you get even more excitement 
from your Amiga computer, 

If you like, you can get COMPUTE!'s 
AMIGA RESOURCE delivered with 
an optional companion disk in 
each issue. This ready-to-run disk 
comes with fabulous programs 
written in a variety of languages— 
complete with source code. You'll 
get great games, useful appli- 
cations and valuable utilities, And 
you'll find full documentation for 
every program on the pages of 
COMPUTE!’s AMIGA RESOURCE. 
You'll also get stunning art and 
wonderful animations contributed 
by top Amiga artists, Best of all, 6 
big issues, each with disk, cost you 
just $39.95, You save 33% off the 
cover price, Simply check the appro- 
priate box on the reply card or the 


coupon below, 














Mr/Mrs./Ms, (Circle One) «(Pease Print) 








Address, (Apt No.) 
Ce a pak ae 
State Tip 
Outside Ui, ad $6 per year for postage, Excluding 
i oreign orders must be in U8, curtency. Price 
JADDS 





FOR FASTER SERVICE, CALL TOLL-FREE 1-800-727-6937 














Fred D'ignazio 


I've been writing this column for 
years, and I’ve never had this much 
mail before! I love it! (Readers, keep 
those cards and letters coming!) 

I want to compliment everyone 
who has written. Most of you feel 
very strongly about Nintendo and 
about Commodore computers, and 
your letters have been thoughtful, 
responsible, and clever. And, most 
of the time, they were written with 
a word processor! 

And now, here’s a sampling of 
the readers’ latest ideas and opin- 
ions—these are provocative ones— 
on the debate we've been covering 
for several months now. 


One-Track Mind 
Here’s an acronym for Nintendo: 
No INTerest in ENDing the cycle of 
Doing nothing Other than playing 
games, 

—Chris Thompson, Simpson, LA 


Have you noticed that Nintendo's 
games all have the same pattern? 
Finish a stage, fight a super crea- 
ture, and so on, 

—Ben Gross, Redwood Falls, MN 


Count Your Games! 
I've had my Nintendo for a little 
less than a year now, and I only 
have three games. When my family 
bought a 64, we had about 50 
games in three months. 

—Josh Majka, Cary, IL 


Nintendo Chic 

All the hype has created a Nintendo 
chic, Quality and cost are nothing 
compared to the all-important Nin- 
ny chic; how else can one explain a 
phenomenon in which we find the 
Nintendo “cereal system” on the 
supermarket shelf? Besides, the 
word processing capability of the 
64 is a pointless feature to most 
Ninnies, since the majority of them 


don’t seem to be able to read or 
write anyway. ... Most of the Nin- 
ny chic was built on the fact that a 
baboon could operate it. 

—Joe Gillis, Mt. Savage, MD 


Long Live the 64! 
There is a good reason why the 64 
does not want to die. The longer it 
sticks around, the more we see new 
low-priced programs. 

—David Hutton, Newark, DE 


Make ‘Em and Play 'Em 
A kid was saying that his Nintendo 
had over 140-odd games. When I 
told him that my 64 had over 2000 
programs available for it and you 
can make more yourself, his jaw 
dropped. 

—Ron Willey, Shelton, WA 


Do Ten-Year-Olds 
Word Process? 
So the Nintendo can’t do anything 
productive, Try and convince a ten- 
year-old kid that he should buy a 
64 so that he can word process or 
learn how to use a database. 

—Jon Bock, Morris, MN 


The Computer Says “Boo!” 
A lot of people are afraid of com- 
puters. They don’t want to have to 
take a course in computers to play 
Donkey Kong. 

—Steven John Satak, USN 


Fred, I think you and Dennis both 
missed what's probably the most 
important reason for people choos- 
ing a Nintendo over a 64: simplicity. 
—Bryan Lawrence, W. Frankfort, IL 


My sergeant at Fort Carson (Colo- 
rado Springs) bought his five-year- 
old son some preschool game 
software. In just a few weeks his 
son had learned to turn on the com- 
puter and use his favorite game. 
Nobody can use the excuse that a 
64 is too hard to learn. 

—Brian Randleas, Wallace, ID 


Commodore vs. Nintendo: 
Strong Words from Readers 


So, There! 
I totally disagree with Mr. Joslin, I 
also say that you can’t compare a 
computer to a game machine. It’s 
like comparing an apple to an or- 
ange. Mr. Joslin says you can’t do 
anything productive with Nin- 
tendo. So what? Nintendo never 
said you could! 

—Eric Dashofy, Mission Viejo, CA 


Predicting the Future 

Since the great Commodore vs. 
Nintendo debate began, there have 
been some news flashes that may 
affect the future of both Commo- 
dore and Nintendo, namely: 


+ Atari has sued Nintendo for mo- 
nopolizing the game market. Nin- 
tendo has countersued Atari for 
copyright infringement. 
Nintendo is introducing its new 
Game Boy hand-held game (the 
size of a Walkman). For about 
$90, the game offers headphones 
and stereo sound, hi-res graphics 
that scroll across the screen; and a 
video-link accessory that allows 
two players to connect and 
compete. 

Mattel is introducing the $80 
Power Glove that allows a user to 
control the Nintendo game on the 
screen with the wave of a hand. 
Nintendo is introducing Nobuna- 
ga's Ambition, a 2.5-megabyte 
game cartridge with a battery 
backup. 


What's the future to be like for 
Nintendo and the 64? Will Nin- 
tendo fall victim to the boom-or- 
bust cycle for home videogames? 
Will Commodore abandon the 64 
in favor of glitzier computers like 
the Amiga? Or will both survive, 
perhaps in some totally new form? 

Please send your comments to 
Fred D'Ignazio, c/o COMPUTE!’s 
Gazette, 324 West Wendover Ave- 
nue, Suite 200, Greensboro, North 
Carolina 27408. G 
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FACTORY AUTHORIZED 


COMMODORE REPAIR CENTER 





1-800-772-7289 


(312) 879-2888 IN ILLINOIS 
+ 42,95 
. 64,95 


C64 Repalr rcs omy 
C-128 Repair rcaomn 
1541 Permanent 
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128D Repalr . 
Amiga Repalr 
Printers... 2.0.04 





1541 Repair .. 
1571 Repalr Other Equipment .. 
CALL BEFORE SHIPPING FOR AUTHORIZATION NUMBER 
(Have Serlal and Card Numbers ready) 
PARTS AND LABOR INCLUDED 
FREE RETURN SHIPPING 
(APO, FPO, AIR ADD $10.00} 


24-48 HR. TURNAROUND 
{Subject to Parts Availability) 


30 DAY WARRANTY ON ALL REPAIRS 


COMMODORE PARTS 
CALL (312) 879-2350 


C-64 Power Supply 
128 Power Supply . 
Other Parts 
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*{Plus $3.00 Shipping/Handling) 


TEKTONICS PLUS, INC. 


150 HOUSTON STREET 
(BATAVIA, IL 60510 
Ee) 
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Prof. Jones, Inc.» 
1989 FOOTBALL SOFTWARE 























GridMaster™ $ 99.95 
User Programmable 

Bookie Buster™ $ 99.95 
10 year trend analysis 

Bookie Buster III™ $149.95 
Advanced trend analysis 

Enhanced Pro-Series™ $199.95 
‘Statistical analysis 

Pro-Bookle Combo™ $299.95 


Pro-terles and Bookie Buster corrbinod 


PHS Link Bulletin Board available wih 
all football statistics in fle form, 








Products for: | “The most powerful and 
2¥ | complete handicapping 

software available’’ 
Fae 


For more information 
or for a free 
Catalog call: 


1-800-553-2256 “ 
Prof Jones, Inc. 


oe 1940 W. State St., Boise, Id 83702 
(208) 342-6939 
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Oo GAZETTE 0° ow 


of 


5-YEAR INDEX 


Complete from July 1983 through December 1988 


Everything’s included! Features, 
Games, Reviews, Education/Home 
Applications, Programming, 
Bug-Swatter, Feedback, Columns. 


Superb interface, including pull-down menus, 
help screens, and keyboard, joystick, or mouse 
control. 

e Super-fast searching and sorting capabilities 

e Options screen allows you to choose text 
colors, drive number, and input device 

e Full documentation on disk 

e Three modes of operation—Browse Mode for 
quick scanning, View Mode for detailed infor- 
mation and descriptions, and Edit Mode for 
adding items from upcoming issues 

Print to any printer 

e Turbo-load option for maximum speed 


YES! Send me 


5-Year Index Disk. 


copies of the GAZETTE 





I've enclosed $5.95 plus $2.00 
postage and handling ($7.95 total) 


ORDER NOW! —— =" 





Address L 





Cary State — 20P. 





Mail personal check or money order for $7,95 to 


GAZETTE 5-Year Index Disk 

P.O. Box 5188 

Greensboro, NC 27403 

*New York, North Carolina, and Pennsyivania residents must add appropriate sales tax 

‘Al orders must be paid in US. funds by a check drawn on a US. bank, Sorry, no crodt 
‘card orders accepted. Please allow 4-6 wooks for delivery, For dolvory outside US, or 
Canada add $1.00 for surface mai or $3.00 for airmail 


Tt 
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Determine available disk space 
without having to exit your cur- 
rent application with this desk ac- 
cessory for GEOS or GEOS 128 
(40 columns only), versions 1.3 
and higher. 


Douglas S. Curtis 


You're running an application and 
need to know how much space re- 
mains on a disk. Normally, you’d 
have to exit the application and ex- 
amine the disk from the deskTop. 
With “Disk Usage,” you can deter- 
mine free disk space without exit- 
ing to the deskTop. 

Disk Usage is particularly valu- 
able if you’re converting several 
text files to GEOS format with a 
conversion program that preserves 
the original files (Wrong Is Write, for 
example). Another area where Disk 
Usage can be helpful is when 
you're adding data to text or photo 
albums. If the application you're 
using allows you to swap disks, you 
can check new disks for available 
space from within your application 
before continuing with your work. 


Typing It In 

Program 1, Disk Usage, is written in 
machine language, so you'll need to 
use “MLX,” the machine language 
entry program found elsewhere in 
this issue, to type it in. The MLX 
prompts, and the values you should 
type in, are as follows: 


1503 
1DB2 


Starting address: 
Ending address: 


When you've entered all the data 
for Program 1, save two copies to 
disk, one with the filename DISK 
USAGE and one with the name 
DISKUSAGE.BKUP. One copy will 
be converted by Program 2 into a 
GEOS desk accessory. The other is 
a backup copy in case you have a 
problem with the conversion. 
Now type in Program 2, ‘““Geo- 
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column 


Disk Usage 


Converter.” Be sure to use “The 
Automatic Proofreader” to prevent 
typing mistakes when you enter the 
program. Save a copy of GeoCon- 
verter to the disk containing Pro- 
gram 1. Be very careful when 
typing in GeoConverter. It writes 
directly to your disk, so a typing 
error could cause GeoConverter to 
scramble your disk. 

To prepare Disk Usage for use 
with GEOS, load Program 2 and 
type RUN. When prompted for a 
filename, enter DISK USAGE. Geo- 
Converter then converts the file 
into a GEOS desk accessory. 


Getting Started 

You can run Disk Usage either by 
selecting its name from the geos 
menu or by double-clicking on its 
icon. When Disk Usage runs, it 
places a small window in the center 
of the screen. In this window, it dis- 
plays information about the disks 
in drives A and B: the type of drive, 
the percentage of disk space used, 
and the amount of disk space used. 

The drive types displayed by 
Disk Usage are 1541, 1571, 1581, 
and NULL. If one of the drives isn’t 
connected, NULL is displayed in 
the type field for that drive. If one 
of the drives is a ramdisk, Disk 
Usage displays the type identifier 
for the drive the ramdisk is simulat- 
ing. The next field, labeled Graph, is 
a horizontal bar graph representing 
the percentage of disk space cur- 
rently being used. The last field is 
labeled Usage. This field contains 
the amount of disk space in use and 
is measured in kilobytes. 

In addition to disk information, 
the display window contains two 
gadgets, The first gadget, Info, dis- 
plays a copyright message. The sec- 
ond gadget, OK, exits Disk Usage 
and returns to the deskTop or the 
application that was running before 
Disk Usage was opened. 

See program listings on page 77. G 





© The last example program in the 
August 1989 “BASIC for Begin- 
ners’ is missing part of one line. 
There should be a NEXT command 
after the PRINT statement at the 
end of the last line. 


50 PRINT F(I),H,L:NEXTI 


@ The conversion program devel- 
oped by Larry Cotton in his col- 
umn, “‘BASIC for Beginners’’ 
(March and April 1989), doesn’t 
convert miles-to-meters or meters- 
to-miles correctly. According to the 
conversion program, there are 
160.9344 meters in a mile; the con- 
version factor should be 1609.344 
meters in a mile. In the March ver- 
sion of the program, line 1030 on 
page 56 should be changed to the 
following: 

1630 DATA 1.609344,1609.344,16 

093.44,160934.4 


Line 1030 on page 57 should be 
changed as follows: 


1036 DATA 1.609344,M1,KM,1609. 
344,MI,M,16093.44,MI,CM, 
160934.4,MI,MM 


Line 340 in the April version of the 
program also contains this mistake. 
It should read: 


340 DATA 1,609344,MI,KM,1609,3 
44,MI,M,16093.44,MI,CM,1 
60934.4,MI,MM 


© Several users have had trouble 
loading files using “Memo Card’ 
(September 1989). A bug in the 
load routine prevents files contain- 
ing cards with 80 or more charac- 
ters from loading. However, once 
you've taken care of this bug, you'll 
be able to recover any files you've 
saved. To make the correction, add 
the following lines to the program: 








KS 1350 INPUT#1,HR 

KQ 1352 FOR I=0 TO HR:TS="" 

DS 1354 GET#1,A$:1F AS=CHRS(13 
) THEN 1358 

SB 1356 TS$=T$+A$:GOTO1354 

BA 1358 IF TS="<" THEN TS="" 

XP 1359 MSS(I)=TS 


User Group 
Update 


Edited by Mickey McLean 


The following list includes updated entries to our annual “Guide to 
Commodore User Groups,” which last appeared in the May and June 


1989 issues. 


Send typed additions, corrections, and deletions for this list to 
Commodore 64/128 User Group Update 


COMPUTE!'s Gazette 
P.O. Box 5406 
Greensboro, NC 27403 


When writing to a user group for information, please remember to 
enclose a self-addressed envelope with postage that is appropriate for 


the country to which you’re writing. 


Note: COMPUTE! Publications does not condone the use of its user group 
lists by individuals or user groups for the purpose of buying, selling, or 
trading pirated software. Should we discover any group participating in any 
such illegal and unethical activity, the club’s listing will be permanently 


deleted from our files. 


User Group Notes 


The Association for Sharing Commodore Information (ASCI) has 
changed its address to 6160 Malvern Avenue, Rancho Cucamonga, 


California 91701-3736. 
New Listings 


ARIZONA 


Arizona Commodore Enthusiasts (ACE), P.O. 
Box 46227, Phoenix, AZ 85063 


ILLINOIS 


United Northern Commodore Learning Ex- 
change (U.N.C.L,E,), 533 N. 4th Ave,, Des 
Plaines, IL. 60016 

TechNiVision Commodore Club, 189 Yuma, 
Carol Stream, IL 60188 (BBS# 312-690-1373) 

Ken’s Program Exchange Group, 12 Melvin Dr., 
Cahokia, IL 62206 


IOWA 


Commodore Players & Users of lowa, P.O. Box 
493, Essex, [A 51638 


NORTH DAKOTA 


The Computer Club, P.O. Box 5521, Bismarck, 
ND 58502 


TENNESSEE 


Nashville Commodore Users Group, P.O. Box 
121282, Nashville, TN 37212 (BBS# 615-333- 









VERMONT 


Maple Valley Commodore Users Group, P.O. 
Box 106, St. Albans, VT 05478 


WASHINGTON 


South King County Commodore User Group 
(SKCCUG), P.O. Box 5241, Kent, WA 98064 
(BBS# 206-874-6289) 

La Center Commodore Users Group, Rt. 1 Box 42, 
La Center, WA 98629 


Outside the U.S. 


AUSTRALIA 
Plus/4 & C16 Users Group, 22 Wallace Ave., 
Lenah Valley, Hobart, Tasmania, Australia 
INDIA 


Bombay Commodore Club, c/o Haji Bilal Malbar- 
wala, Apna Ghar Housing Society, Bldg. No. 46, 
B’ Wing, Lokhandwala Complex, Versova, And- 
heri (West), Bombay 400 058, India 


MEXICO 


Computer Video & Sound, Rayo 2824, Frace Valle 
del Angel, Puebla Pue, Mexico 72 














COLOR RIBBONS & PAPER 





RIBBONS: Red, Blue, Grn., Brwn., Purple, Yel, 





Ribbons Price Each Color 





Brother M1109 5.95 | 7.00 
C. Itoh Prowriter ur = 
Citizen 1200/1800 7.95 
Commodore MPS 801 5.75 
~ MPS 802/1526 = 
- MPS 803 i . 7.00 
MPS 1000 6.75 
MPS 1200/1260 7.95 
1525. - 
Epson MX80/LX800 V 6,75 
Okidata 82/92 l i 4,50 
Okidata 182/192 6.00 
Panasonic K-XP 1080 = 
Seikosha SP 800/1000 . 7.95 
Star SG10 ; 4,50 
Star NXIO/NLIO 7.95 
Star NX1000 6.75 
Star NX1000C ~ 4¢ ~ 














T-SHIRT RIBBONS (Heat Transfer) — Red, Blue, Grn., 
Brwn., Purple, Yel., Bik, Call For Price & Availability, 





COLOR PAPER 
BRIGHT PACK ~200 Sheets/50 each color: Red, 
Blue, Green, Yellow. 91/2 x 11 — $11.90/pk 
PASTEL PACK—200 Sheets/50 each color: Pink, 
Yellow, Blue, Ivory, 91/2 x 11 — $11.90/pk, 





COLOR BANNER BAND PAPER ~ 45 ft./roll~$9.95/ea. 








For ribbons & paper not listed above, call for price & 
avail, Price & spec. subject to change w/o notice, Min. 
order $25.00. Min. S&H $3.50 min, Visa, MC, COD. 
RAMCO COMPUTER SUPPLIES 
P.O. Box 475, Manteno, IL 60950 U.S.A. 
(US) 800-522-6922 © (Canada) 800-621-5444 
815-468-8081 

















Computer Make 


>) YOU 


3) $1,000,000? 


WITH LOTTERY PC YOUR NEXT TICKET 
COULD BE WORTH MILLIONS! 

LOTTERY uses the taw power and storage of your 
computer to determine and refine the number selection 
methods that will win the vatious lottery games you 
play Don't be limited to the one or two methods that 
ther programs use, they might not work in your state. 
There is no better system available! 

Join the growing list of winners using our system. 


SPECIFY 

Lottery 64(C64/128) + Lottery +4(Plus/4) 
Lottery ST \Atart) + Lottery F 

{BM PC/XT. AT and compatibl 


Commodore64/128 & Plus/4 are registered 
trademarks of Commodore Int 
IBM PC/XT/AT are registered trademarks of 
International Business Machines Inc 
Atati ST ts a reaistered trademark of Atari Coro. 
To ofder, send $29 95 for each plus $3.00 postage & 
handling per order to 


(Illinois residents add 6% sales tax) 
(Orders outside North America add $3.00) 


(ey 

















C.0.D. orders call 


(312) 566-4647 (id) 


§ Superior Micro Systems, Inc. 


S 
PO Bor 713 - Wheeling 1 60090 >=: C 
YS 
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Went Peels 





Leroy's CHEATSHEETS ® 


NEW LOW PRICES !! 


CBM 64 = $2 each CBM 128 = $5 each 
Plus $2 Shipping and handling (Pa. res. add 6%) 


Select from 54 Commodore 64 and 20 Commodore 128 
Write or call for FREE catalog 


CPi PO Box 8369 Pgh, PA 15218 412-731-2460 








{gS ATTENTION ROLE PLAYERS ey 


CHARACTER EDITORS ($19.95 each) - Might and Magic, 
Bards Tale (1, 2, or 3), Wasteland, Ultima (2, 3, 4 or 5), 
Wizardry (1 or 2), Pool of Radiance, Neuromancer, Elite, 
Phantasie (1, 2 or 3) and Mars Saga. 

HINT BOOKS ($9.95 each) - Wizardry 1, Wizardry 2, Might 
and Magic, and Legacy of the Ancients. 

Add $3.00 for shipping/handling. Specify computer type on order. 


aza] GOSSELIN COMPUTER CONSULTANTS SS 
P.O. Box 1083 + Brighton, Mi 48116 * (313) 229-2453 

Game Cartridges for C-64/128 

Battlezone - Centipede - Defender - Donkey Kong - Galaxian - Jungle Hunt 


Gremlins - Moon Patrol - Ms, Pac Man - Pac Man - Pole Position - Robotron 
$5.95 Each or Any 5 for $19.95 
















For Non Commodore Printers (Print Shop Disk 
Side A) 1400 Graphics (14 Disks) per Package. 
$14.95 oach or all 4 for $49.95. Or Send $3.00 
for Graphics Print Outs. Graphics may be 
converted to PrintMaster Pius and/or Newsroom 
with Utlitios Disk (FREE with purchase), 








Shipping $3.00 UPS Ground 
$5.00 lor PO. Boxes 










'B.— SOFTONES - 9.1/2x11 « CLEAN EDGE 


Econ _ © pris Pack 25 
i 0 Coley 80 Pa 
1© Envoiopes 25 Sing Colot 


lo | toto Our FREE Brochure Featrng |e 
COLORED PAPER & SEASONAL PACKS: Pruse Ps 

1© | Continuous Labels Fie & Post Cards, Disks, }@ BRUSM PACK. 28 of 

le | Classic Lad Stationery and Much More! |@ Envelopes 25 Singie Coir 


lo The Eipets POBOX 908» Bihan I 4i16 @ Meme 
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Shoppers Mart 





‘Now Over 280 Parameters In 
‘Stock That Erase Proteelon Fast! 
(Ca Ox Wr For Ou Pee Caaog 
e-Sak n Ave Shipp Wiha 4 He 


‘Eradicator % 


Tejas Soft 


‘Aa $3.0 ph $70 Pog. TX Resens Ad 7% Sle Tas, UPS Ale A COD Ease 





ELECTRONIC TECHNICIANS, ‘COMMODORE 64/128 
HOBBYISTS, AND ENGINEERS RADIO SHACK COCO 2+3 
YES! We accept 


ex 


Outside CA 1-800-356-8113 
In CA (714) 657-4449 


ENTER you requeed epuxloupst specteatons and the computer designs he excut 
ELEVEN separate user trendy. Computer Aced Desgn fron7ams wl hulp You Bull 
any custom seve Wine 

FREE WEASELGRAPHICS 
Seed 3 
et P.O. Box 2046, Sun City, CA 92381 


NOTHING LOADS YOUR PROGRAMS FASTER THAN 
THE QUICK BROWN BOX 
A NEW CONCEPT IN COMMODORE© CARTRIDGES 
‘Store up to 30 of your favorite programs in a single battery-backed cartridge for easy, 
instant access. Change contents as often as you wish, The Quick Brown Box accepts 
‘most unprotected and “rozen’* programs including the only word processor that saves 
your text as you type, “The Write Stutf.” Coexists with GEOS© and Commodore RAM 
Expansion Units. Loader utilities included for both C-64 and C-128 modes, 
32K $99; 68K $129 (plus $3 s/h; MA res. add 596). Call for "Write Stutt” pkg, 
Brown Boxes, Inc., 28 Concord Ad., Bedford, MA 01730: (617) 275-0090; 862.3675, 
“Good Reliable Stutt” Info (Jan/Feb '88) 
Little Gem" Twin Cities 128 (Mar/Apr '88) 
RUN (Nov °87) 


rams 
"A Worthy Product—Long Overdue’” Ahoy (Feb '88) 


BIG BLUE READER 128/64 


Winner of RUN'S 1988 Reader Choice Award! 
Big Blue Reader 128/64 transfers Commodore word processing, 
text and ASCII files between IBM PC compatible MS-DOS disk and 
vice versa. REQUIRES oithor the 1571 or 1581 disk drive. BBR 128 
‘supports C-128 CP/M files, 17xx RAM exp. and more, Both C128 
and C64 applications are on one disk ONLY $44.05, BBR 64 V2 is 
\available separately ONLY $29.95. 


| SOGWAP Software 





115 Bellmont Rd., Decatur, IN 46733 
Ph. (219) 724-3900 





A i Professional-Educational-Home Applications 
[Cra] O30) Archiet, ingneeen Deaton 
3-D GRAPHICS DESIGN ents 
& Voted Bow Graphics Program 


For Commodore 64/128 in 64 mode 
View Designs in Multiple Perspectives 


iht Software 

2269 CHESTNUT STREET 
SUITE 162 

SAN FRANCISCO, CA 94123 


ORDER LINE + (415) 923-1081 
FAX * (415) 923-1084 


Dealers/Distributors inquiries welcomed. 
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COMMODORE SOFTWARE CLOSEOUTS 


Name Brand Software at Super Low Pricing. All software is NEW and in 
Original Packaging! These are Not public domain titles. Famous brands 
like ACTIVISION, INFOCOM, SSI, SPINNAKER, EPYX, SYNAPSE, BRODERBUND, 
AVLON HILL & Many More!!! FREE Price List. Most Priced Under $10. 
Many formats like IBM/Apple also! 


P.O. Box 3233 
COMPSULT 
805-544-6616 


i lctatel Te 


Shoppers Mart 











4, Mang 
((@140 pages), And The 6th Quarterly Disk! 

program tile, Over 78 

sed every 3 months to 
resource of its 

NOOK 
th this 


bs 
Now Shipping The 9th OPCR Book Edit 
This 

Archival Produ 



















‘Your Satslacton 4 Guaranteed! = 24 Hr 81 Css Soong 
¥9 Crns-Reference Book 322.95 + 3 p/h (206) 252-8286 
6 Quarry Update Disk $12.98 + 3 p/h DEALERS WELCOME 





‘aed Pn Ar Arta To Rare Onrare — Bock $1758 «Oak $85 — 


VBook ~ 













Your spreadsheot of data base doosn't really understand your personal checkino! 
Check out those features: 
17 types of checking transactions ¥ Schedules poriodic transactions 
-¥ Handles overdran protection ¥ Custom transaction categories: 
¥ Remembe: for fast ontry Y Monthly balancing 
¥ Full screen editing and selective quoties —_¥/ Optional password protection 
¥ 8 types of reports plus check printing -Y Utlities with partition tools for 


¥ 664/40 ool, and G128/80 col. programs, ‘sub-directories on 1581 drives 
¥ Supports 1541/1571/1581 drives Y¥ Calculator, and moro . 
Computer Craftware + 17966 Arbolada Way + Tustin, CA 92680 
(714)953-0177 + $94.95 + $2.50 shipping & handling 





The ’Original’ Parameter Cross-Reference 


















es WHOLESALE CHIP DISTRIBUTORS 
SEND FOR CATALOG OF EXCLUSIVE NEW PRODUCTS 





«" c” 

























6526 $1295 COMMODORE DUNGNOSTICIAN It ‘niga Chips 
sor $16.95 Just ovt—A newly rovised/updated version of BIGAPAULA) $56.95 
6510 $10.95 the Commodoro Oiagnosticlan, which wold over 60010-8 $29.95 
6504 $1195 10,000 copies worldwide. Commodore Di-  BI6ADENISE) $56.95 
PLA {$12.95 agnostician Il ocatos faulty chypa on all Com- — BS7OFFAGNUS) «| $01.50 
801 sors ROMS..|$11.95 modore computers/1841 driven and has 6820-A1 $1795, 
ANO MANY sections such as "Cross Reference #."Ithad  B3BGQGARY) $1725 












8 fantaste hét-page review in ast yoor's COM: 
PUTER SHOPPER. $6.95 prepaid ON. America, 
THE GRAPEVINE GROUP, INC, 

35 CHARLOTTE DRIVE. 

WESLEY WILLS. NY 1007 
1-800-292-7445, 

NY (914) 354-4448 FAX (914) 954-6600 


‘ASO! UPGRADE $147.00 
8372446. UPGA) | $119.00, 
318-083-0211 3 ROMS29 95, 
PRCES SUBJECT TO CHANGE 
WE ALSO SELL OUGNOSTIC 
TESTERS, RAM/SINMS 
EVALUATORS, ANO MORE 


Heavy DUTY 
POWER SUPPLY FOR 
Cot $2595 
(C128 PS @ $6250) 








CROWN CUSTOM DUST COVERS 


“SATISFACTION GUARANTEED “CUSTOM MADE "HEAVY Szoz VINYL 
“COLORS: TAN or BROWN, “QUANTITY DISCOUNTS AVAILABLE 


COMPUTERS: MONITORS 
cos $300 CMI 330 C1702 $10.00 
cea foo | Csr1 B00 © Cy021eMt41 19.00 
C128 1300 C81 800 © CABO2/AMIGA 19.00 
1290 cpu 1309 © AMIGA 800 C1B02AMAG40 «19.00 
C-1280 KEYB'D 800 ENHANCER2«@0 = 8.00 C1084 19.00 
AMIGA 5600. 1300 FSD, 800 Cx0012 1900 





PRINTERS: DOT MATRIX 10" $13.00;" 15" $18.00 _ VCR'S: $12.00 

rant Sing Mase, Mal & Color Choice TAN or BROWN win Chek or MO, Plus £200 per 

CA Flea. Add 0% Tax. CO0'S $3100, SEND DIMENSIONS FOR QUOTES ON COVERS NOT LISTED. 
CROWN CUSTOM COVERS, 24621 Paige Circle, DEPT CG-10 














Laguna Hills, CA 92653 (714) 472- 








COMPUTE!’s 


SpeedScript Disk 


A powerful word processing 
package for Commodore 
and Apple II owners 


A Great Deal for Commodore 
Users! 


© SpeedScript for the 64 

© SpeedScript 128—80-column version 

© Spelling checkers 

© Plus more than a dozen other SpeedScript 
support utilities all on one disk (including 
full documentation) 


Two Versions for Apple Users! 


© SpeedScript 3.0—40-column word processor 

@ SpeedScript 80—80-column version 

© Conyersion programs to move files from 
ProDOS to DOS 3.3 and back 

© Full documentation on disk 





YES! send me 
| speedScript Disk. 
| live enclosed $9.95 plus $2.00 postage and handling. 

(Outside U.S. and Canada add $1.00 for surface mail or 
| $3.00 for air mail.) 


| ORDER NOW! 


| Name 


——— copies of COMPUTE!’s 


Amount 
Sales ‘Tax* 


Total 








| Address: 


State 





joy 


Apple version 


| Check here for: 
O Commodore version 


| Mail personal check or money order to 
Commodore SpeedScript Disk or Apple SpeedScript Disk 
P.O, Box 5188 P.O, Box 5188. 
Greensboro, NC 27403 Greensboro, NC 27403 
‘Realdems of New York, Pennsylvania, and North Carolina mutt add appropriate salea 


tax, All orders must be paid in US, fuinds by a check drawn on a US. bank. Sorry. 110 
credit card orders accepted. 


Please allow 4-6 weeks for delivery. Program available only on Stuineh disks 





Classified 





SOFTWARE 


FREE PUBLIC DOMAIN SOFTWARE - Request 
free catalog or send $2 for sample disk 

and catalog (refundable). C64-128, CALOKE 
IND., Dept. JK, Box 18477, K.C,, MO 64133 








COMMODORE: TRY BEFORE YOU BUY, Best 
selling games, utilities, educ'l + classics 
& new releases, 100's of titles, Visa/MC/Dise 
‘T-A-DISC, Frederick Bldg. 
#222, Hunt’n, WV 25701 (304) 529-3232 














RENT 64/128 SOFTWARE! 1000's of disks. 
Lowest prices. No deposit or fee, Free 
catalog. Centsible Software, PO Box 930, 
St. Joseph, MI 49085 (616) 982-0327. 








THOUSANDS OF PD PROGRAMS FOR 64/128! 
We have Games, Utilities, Music and much 
more! For inform: ;htspeed 
Software, POB 340427, Tampa, FL 33694 





Thousands of C64/128 PD programs on 350+ 
disks. Free listing or $1 large catalog 

DISKS O'PLENTY INC,, 7958 Pines Blvd., 
Suite 270A, Pembroke Pines, FL 33024 





WordStar™ v2.26 for C-128 $39.95 cach 
or DataStar™ & SuperSort™ all by 
MicroPro®, MicroSoft™ MBASIC w/ 
Compiler BASIC ord FORTRAN 80™ or 
Sorcim’s SuperCale™ v1.05. Any 3 for 
$95 + $4.50 p/h. Public Domain Softwa 
Copying Company, 33 Gold St., Ste. 13, 
New York, NY 10038 800-221-7372 








WIN LOTTO MILLIONS! 
LOTTO PICKER PLUS v2.1 
Lotto Picker Plus, the orginal lottery 
selection software, allows you to store 
winning Lotto, Keno, & Pick 3/4 numbers 
& choose between three modes of probability 
analysis (hot, due, unbiased) in order to give you 
the winning edge! Guaranteed to work for all lotteries. 
Bonus numbers are easily handled and our full-featured 
database editor gives you access to your files. We give 
you the PICKS—not a bunch of anaes statistics $39.95 
(42.55 s/h). 3.5" add $5. 64/128, IBM, 64K Apple I NY 
fes. add tax. NOT copy-protected, 
ORDER TODAY! 1-800-634-5463 ext 203 (M-F 8-5) 
GE RIDGE SERVICES, INC., 170 Broadway vere 





a4 











64/128 FINEST PUBLIC DOMAIN PROGRAMS 
Pretested quality programs * Most $1.50 * 

*On Disk * YOU pick the programs that YOU 
want!!! Free diskfull of programs with first 
order! For a list + Description send SASE to: 
JLH Co., Dept. G, Box 67021, Topeka, KS 66667 

















64/128 PD SPECIAL! 15 DISKS PACKED FULL 
of Games, Music, Util,, Edue., Hm/Bus, for $25 
+ $2.50 5/h. For more info send SASE, D & V 
CompSoit, PO Box 933, Ardmore, TN 38449 












THE HOTTEST EUROPEAN 64/128 PD GAMES! 
1000's of titles! 8-10 on DS disks for $5! 
for a FREE SAMPLE and CATALOG write to: 
THE GAME SHOP, Box 491, NY, NY 11375 











FINEST C-64/128 PUBLIC DOMAIN SOFTWARE! 
As low as $1,25 per disk of programs. For a 

Free CATALOG write to: KOALA ENTERPRISES 
Rt. 2, Box 677, Carenero, LA 70520 











PD & SHAREWARE. C64 (disk only) 
Free catalog or $1 for 30 programs and 
catalog. RVH Publications, 4291 Holland 
Rd., Suite 562-G, VA Beach, VA 23452 








1581 SOFTWARE: music, grfx, games, uth 
& more. $8 per packed 3.5" PD disk. 
Catalog, $1, Ben's Domain, 913 S. 
Parkside, Blytheville, AR 72315 





NETWORK GRAB BAGS™ $5, 3/$10, 5 for $15 
TELECOM §: GER $40, Univ French $20 
D+Assembler $90, Add $2 Shipping, INFO $1 
To: 2612 S, Rosewood St., Phila, PA 19145 








CALCULATOR 128, 20 math functions $9.95 
ELEMENTARY MATH. K thru 6th grade $9.95 
Plus $2.00 shipping. Runs in C-64 or 

C-128 mode, EDUCATIONAL SOFTWARE 
4420 Tiffani Drive, Amarillo, TX 79109 








DMBBS-BETTER & CHEAPER THAN MOST 
BBS's w/BEST online games! Send SASE for 
info! ARTISoft, PO Box 96, Glen Burnie, MD. 
21061, BBS (301) 553-0001 or VMB (301) 339-82: 
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Suite 201.06, New York, NY 10038 
info/Dealers 718-317-1961 
FREE DISCOUNT SOFTWARE CATALOG. Amiga 
‘Apple, Commodore & IBM. Disk-Count 
Software, P.O, Box 3, Carteret, NJ 

07008. (201) 541-8768 





C64, C128, & CP/M PUBLIC DOMAIN SOFT- 
WARE. Free Catalog, fast service, low prices, 

& unbelievable specials, ComputerActive 

Box 893-C, Clinton, OK 73601 


Public Domain Software for the 64 and 
128, Sample Disk and Brochure $2 or send 
long SASE for Brochure, Country Soft-1 
822 Saxonburg Blvd. Saxonburg, PA 16056 





to be set in boldface. 


Gazette, P.O, Box 5406, Greensboro, NC 
Ingram at (919) 275-9809. 





according to height. 1” = $250; 1%" 








HARDWARE 
COMMODORE/AMIGA CHIPS, PARTS, DIAG- 
nostics, Repairs, Call for best prices. 
Send for Catalog, (Q.E.P. Co., Inc., 
Kasara Microsystems Div., P.O, Box 678 
Stony Point, NY 10980 (1-800-248-2983) 








ATTENTION C128 PROGRAMMERS, Custom 
protect your Basic programs from UNWANTED 
ACCESS, Control RAM with PLUG-IN UNIT. 
Multi-users, NOWELOK-ECONO UNIT: Vacant 
UserPort $49.95. NOWELOK-EXTEND UNIT: 
Occupd UserPort $47.95, S+H$5 CODS3: Hard- 
ware, Program Disk & Manual, T.C, Nowe, P.O. 
Box 7, HAWLEYVILLE,CT 06440 


ACCESSORIES 


SOLID OAK DISK BOX holds up to 140 5.25” 
disks, 8.5" X 8.5" X 16” div. drawer locking = 
$59,95, w/o $55.95. Del. in USA. If not 
satisfied, return for full refund. Jochum’s 
‘Custom Woodcrafts, Rt. 1, Box 113B, 

Lamotte, 1A 52054 (319) 773-8150. Visa/MC 


COMPUTER REPAIR 


Authorized Commodore Repair Center. All 
Comm. products repaired, free UPS. 48-hr 
turnaround based on parts avail. Software 

City, 901-C Wendover Rd., Charlotte, NC 
28211 (704) 366-5218, (800) 522-4789 NC Only 








C-64 REPAIR $39.95 FLAT RATE, 1541/1571- 
$49,95;SX64-$69.95;128-$64.95. 24 Hr tum- 
around, 90 dy warranty, A&M Computer Repair, 
20 Guernsey, New Windsor, NY 12550, 914-562-7271 











Authorized Repairs C64/128: $50 & $55; 1541/ 
1571: $55 & $65; SX64, 128D, Amiga, PC: $Call 
816-872-6311. Quick Serv. 30 day warranty. 
We buy, sell, trade, MOM & POP's COMPUTER 
SHOP, Rt, 2, Box 119, Cainsville, MO 64632 








COMPUTE!’s Gazette Classified is a low-cost way to tell over 
200,000 microcomputer owners about your product or service. 


Rates: $25 per line, minimum of four lines. Any or all of the first line set in capital letters 
at no charge, Add $15 per line for boldface words, or $50 for the entire ad set in bold- 
face (any number of lines.) Inquire about display rates. 

Terms: Prepayment is required, Check, money order, American Express, Visa, or 
MasterCard is accepted, Make checks payable to COMPUTE! Publications, 

Form: Ads are subject to publisher's approval and must be either typed or legibly 
printed, One line equals 40 letters and spaces between words, Please underline words 


General Information: Advertisers using post office box numbers in their ads must supply 
permanent address and telephone numbers. Orders will not be acknowledged, Ad will 
appear in next available issue after receipt 

Closing: 31d of the third month preceding cover date (e.g., June issue closes March 3rd) 
Send order and remittance to: Kathleen Ingram, Classified Manager, COMPUTE!'s 

7403, To place an ad 


yy phone, call Kathleen 


Notice: COMPUTE! Publications cannot be responsible for offers or claims of advertisers, 
but will attempt to screen out misleading or questionable copy. 
Classified Display Rates: Classified display ads measure 2%" wide and are priced 
= $375; 2" = $500; 3° = $600; ($100 for each 
additional inch, e.g. 4" = $700, etc.) Preferred supplied material is Velox or PMT. 














ML 


Ottis R. Cowner 


“MLX” is a labor-saving utility that 
allows almost fail-safe entry of 
machine language programs. Included 
are versions for the Commodore 64 
and 128, 


Type in and save some copies of which- 
ever version of MLX is appropriate for 
your computer (you'll want to use it to 
enter future ML programs from COM- 
PUTE!'s GAZETTE). Program 1 is for the 
Commodore 64, and Program 2 is for 
the 128 (128 MLX can also be used to 
enter Commodore 64 ML programs for 
use in 64 mode). When you're ready to 
enter an ML program, load and run 
MLX, It asks you for a starting address 
and an ending address, These addresses 
appear in the article accompanying the 
MLX-format program listing you’re 
typing. 

If you're unfamiliar with machine 
language, the addresses (and all other 
values you enter in MLX) may appear 
strange. Instead of the usual decimal 
numbers you're accustomed to, these 
numbers are in hexadecimal—a base 16 
numbering system commonly used by 
ML programmers. Hexadecimal—hex 
for short—includes the numerals 0-9 
and the letters A-F. But don’t worry— 
even if you know nothing about ML or 
hex, you should have no trouble using 
MLX. 

After you enter the starting and 
ending addresses, you'll be offered the 
option of clearing the workspace. 
Choose this option if you're starting to 
enter a new listing. If you're continuing 
a listing that's partially typed from a 
previous session, don’t choose this 
option. 

A functions menu will appear. The 
first option in the menu is ENTER 
DATA, If you're just starting to type in 
a program, pick this. Press the E key, 
and type the first number in the first 
line of the program listing. If you've al- 
ready typed in part of a program, type 
the line number where you left off typ- 
ing at the end of the previous session 
(be sure to load the partially completed 
program before you resume entry). In 
any case, make sure the address you en- 
ter corresponds to the address of a line 
in the listing you are entering. Other- 
wise, you'll be unable to enter the data 
correctly. If you pressed E by mistake, 
you can return to the command menu 
by pressing RETURN alone when 
asked for the address. (You can get back 
to the menu from most options by 
pressing RETURN with no other input.) 





Machine Language Entry Program 
For Commodore 64 and 128 





Entering A Listing 


Once you're in Enter mode, MLX prints 
the address for each program line for 
you. You then type in all nine numbers 
on that line, beginning with the first 
two-digit number after the colon (;). 
Each line represents eight data bytes 
and a checksum. Although an MLX- 
format listing appears similar to the 
“hex dump” listings from a machine 
language monitor program, the extra 
checksum number on the end allows 
MLX to check your typing. (Commo- 
dore 128 users can enter the data from 
an MLX listing using the built-in moni- 
tor if the rightmost column of data is 
omitted, but we recommend against it. 
It's much easier to let MLX do the proof- 
reading and error checking for you.) 
When you enter a line, MLX recal- 
culates the checksum from the eight 
bytes and the address and compares 
this value to the number from the ninth 
column, If the values match, you'll hear 
a bell tone, the data will be added to the 
workspace area, and the prompt for the 
next line of data will appear. But if MLX 
detects a typing error, you'll hear a low 
buzz and see an error message. The line 
will then be redisplayed for editing. 


Invalid Characters Banned 

Only a few keys are active while you're 
entering data, so you may have to un- 
learn some habits. You do not type 
spaces between the columns; MLX 
automatically inserts these for you, You 
do not press RETURN after typing the 
last number in a line; MLX automatical- 
ly enters and checks the line after you 
type the last digit. 

Only the numerals 0-9 and the let- 
ters A-F can be typed in. If you press 
any other key (with some exceptions 
noted below), you'll hear a warning 
buzz. To simplify typing, 128 MLX re- 
defines the function keys and + and — 
keys on the numeric keypad so that you 
can enter data one-handed. (The 64 
version incorporates the keypad modi- 
fication from the March 1986 “Bug- 
Swatter” column, lines 485-487.) In 
either case, the keypad is active only 
while entering data. Addresses must be 
entered with the normal letter and 
number keys. The figures above show 
the keypad configurations for each 
version. 

MLX checks for transposed charac- 
ters. If you're supposed to type in AO 
and instead enter 0A, MLX will catch 
your mistake. There is one error that 





64 MLX Keypad 





128 MLX Keypad 


A B c D 
(FI), 


(F3) (F5) 





T 
E 
0 ) R 




















can slip past MLX: Because of the 
checksum formula used, MLX won't 
notice if you accidentally type FF in 
place of 00, and vice versa, And there’s 
a very slim chance that you could gar- 
blea line and still end up with a combi- 
nation of characters that adds up to the 
proper checksum, However, these mis- 
takes should not occur if you take rea~ 
sonable care while entering data. 


To correct typing mistakes before fin- 
ishing a line, use the INST/DEL key to 
delete the character to the left of the 
cursor. (The cursor-left key also de- 
letes.) If you mess up a line really badly, 
press CLR/HOME to start the line over. 
The RETURN key is also active, but 
only before any data is typed ona line. 
Pressing RETURN at this point returns 
you to the command menu. After you 
type a character of data, MLX disables 
RETURN until the cursor returns to the 
start of a line. Remember, you can press 
CLR/HOME to quickly get to a line 
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MLX 








number prompt. 

More editing features are available 
when correcting lines in which MLX 
has detected an error, To make correc- 
tions in a line that MLX has redisplayed 
for editing, compare the line on the 
screen with the one printed in the list- 
ing, then move the cursor to the mis- 
take and type the correct key, The 
cursor left and right keys provide the 
normal cursor controls. (The INST/ 
DEL key now works as an alternative 
cursor-left key.) You cannot move left 
beyond the first character in the line. If 
you try to move beyond the rightmost 
character, you'll reenter the line, Dur- 
ing editing, RETURN is active; pressing 
it tells MLX to recheck the line. You can 
press the CLR/HOME key to clear the 
entire line if you want to start from 
scratch, or if you want to get to a line 
number prompt to use RETURN to get 
back to the menu. 





Display Data 


The second menu choice, DISPLAY 
DATA, examines memory and shows 
the contents in the same format as the 
program listing (including the check- 
sum). When you press D, MLX asks you 
for a starting address. Be sure that the 
starting address you give corresponds 
to a line number in the listing. Other- 
wise, the checksum display will be 
meaningless. MLX displays program 
lines until it reaches the end of the pro- 
gram, at which point the menu is redis- 
played. You can pause the display by 
pressing the space bar. (MLX finishes 
printing the current line before halting.) 
Press space again to restart the display. 
To break out of the display and get back 
to the menu before the ending address 
is reached, press RETURN. 





Other Menu Options 


Two more menu selections let you save 
programs and load them back into the 
computer. These are SAVE FILE and 
LOAD FILE; their operation is quite 
straightforward, When you press S or L, 
MLX asks you for the filename. You'll 
then be asked to press either D or T to 
select disk or tape. 

You'll notice the disk drive starting 
and stopping several times during a 
load or save (save only for the 128 ver- 
sion). Don’t panic; this is normal be- 
havior. MLX opens and reads from or 
writes to the file instead of using the 
usual LOAD and SAVE commands 
(128 MLX makes use of BLOAD). Disk 
users should also note that the drive 
prefix 0: is automatically added to the 
filename (line 750 in 64 MLX), so this 
should not be included when entering 
the name. This also precludes the use of 
@ for Save-with-Replace, so remember 
to give each version you save a different 





name. The 128 version makes up for 
this by giving you the option of scratch- 
ing the existing file if you want to reuse 
a filename. 

Remember that MLX saves the en- 
tire workspace area from the starting 
address to the ending address, so the 
save or load may take longer than you 
might expect if you've entered only a 
small amount of data from a long list- 
ing. When saving a partially completed 
listing, make sure to note the address 
where you stopped typing so you'll 
know where to resume entry when you 
reload. 

MLX reports the standard disk or 
tape error messages if any problems are 
detected during the save or load. (Tape 
users should bear in mind that Commo- 
dore computers are never able to detect 
errors during a save to tape.) MLX also 
has three special load error messages: 
INCORRECT STARTING ADDRESS, 
which means the file you're trying to 
load does not have the starting address 
you specified when you ran MLX; 
LOAD ENDED AT address, which 
means the file you're trying to load 
ends before the ending address you 
specified when you started MLX; and 
TRUNCATED AT ENDING AD- 
DRESS, which means the file you're 
trying to load extends beyond the end- 
ing address you specified when you 
started MLX. If you see one of these 
messages and feel certain that you've 
loaded the right file, exit and rerun 
MLX, being careful to enter the correct 
starting and ending addresses. 

The 128 version also has a CATA- 
LOG DISK option so you can view the 
contents of the disk directory before 
saving or loading. 

The QUIT menu option has the ob- 
vious effect—it stops MLX and enters 
BASIC, The RUN/STOP key is dis- 
abled, so the Q option lets you exit the 
program without turning off the com- 
puter. (Of course, RUN/STOP-RE- 
STORE also gets you out:) You'll be 
asked for verification; press Y to exit to 
BASIC, or any other key to return to the 
menu, After quitting, you can type 
RUN again and reenter MLX without 
losing your data, as long as you don’t 
use the clear workspace option. 


The Finished Product 


When you've finished typing all the 
data for an ML program and saved your 
work, you're ready to see the results, 
The instructions for loading and using 
the finished product vary from program 
to program. Some ML programs are de- 
signed to be loaded and run like BASIC 
programs, so all you need to type is 
LOAD “filename’,8 for disk (DLOAD 
“filename” on the 128) or LOAD “file- 
name” for tape, and then RUN. Such 








programs will usually have a starting 
address of 0801 for the 64 or 1C01 for 
the 128. Other programs must be re- 
loaded to specific addresses with a com- 
mand such as LOAD “filename’,8,1 for 
disk (BLOAD “filename” on the 128) or 
LOAD “‘filename’’,1,1 for tape, then 
started with a SYS to a particular mem- 
ory address, On the Commodore 64, 
the most common starting address for 
such programs is 49152, which corre- 
sponds to MLX address C000. In either 
case, you should always refer to the ar- 
ticle which accompanies the ML listing 
for information on loading and running 
the program. 


An Ounce of Prevention 

By the time you finish typing in the data 
for a long ML program, you may have 
several hours invested in the project. 
Don’t take chances—use our “Auto- 
matic Proofreader” to type the new 
MLX, and then test your copy thorough- 
ly before first using it to enter any sig- 
nificant amount of data. Make sure all 
the menu options work as they should. 
Enter fragments of the program starting 
at several different addresses, then use 
the Display option to verify that the 
data has been entered correctly. And be 
sure to test the Save and Load options 
several times to ensure that you can re- 
call your work from disk or tape. Don’t 
let a simple typing error in the new 
MLX cost you several nights of hard 
work, 


Program 1: MLX for Commodore 64 


SS 10 REM VERSION 1.1: LINES 8 
38,950 MODIFIED, LINES 4 
85-487 ADDED 

POKE 56,50:CLR:DIM INS, 
1,3,A,B,A$,B$,A(7) ,NS 
C4=48:C6=161C7=7:Z2=212, 
4=254125=255 126=256127= 
127 
FA=PEEK (45) +Z6*PEEK (46) 
:BS=PEEK(55)+Z6*PEEK(56 
) :H§$="0123456789ABCDEF" 
RS=CHR$ (13) :L$5"(LEPT)" 
+S$=" ":D$=CHR$(20):75= 
CHRS$(@):TS$="(13 RIGHT)" 
SD=54272:FOR I=SD TO SD 
+23:POKE I, 0:NEXT:POKE 
(SPACE}SD+24,15:POKE 78 
8,52 
PRINT" {CLR} "CHRS$ (142)CH 
R$(8):POKE 53280,15:POK 
E 53281,15 

PRINT TS" {RED} (RVS} 

{2 SPACES]E8 @3 

(2 SPACES}"sPpc(28)" 

{2 SPACES) (OFF}(BLU) ML 
X Ir {RED} {Rvs} 

(2 SPACES]"spc(28)" 

{12 spaces) {BLU}” 
PRINT"{3 DOWN} 

{3 SPACES)COMPUTE!'S MA 
CHINE LANGUAGE EDITOR 
{3 Down)" 
PRINT"{BLK}STARTING ADD 


EK 160 
DM 110 


cy 128 


SB 138 


Ed 168 


FR 1768 





JB 180 
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KR 


DR 


BD 


gs 


JA 
Gx 





FK 


cs 





200 


218 


228 


238 


240 


2508 
268 


278 


288 


2908 
388 


318 


328 


338 


348 
358 


368 


378 
388 


398 
408 


410 
4208 


430 
440 


450 


460 


470 
486 


485 


RESSE43"; :GOSUB300:SA=A 
D:GOSUB1640:IF F THEN18 


8 

PRINT" {BLK}{2 SPACES}EN 
DING ADDRESSE43";:GOSUB 
380 :EA=AD:GOSUB1030:IF 
(SPACE}F THEN199 
INPUT"{3 DOWN} {BLK}CLEA 
R WORKSPACE [Y/N]£43";A 
$:IF LEPT$(A$,1)<>"Y"TH 
EN220 

PRINT"{2 DOWN} {BLU} WORK 
ING...";:FORI=BS TO BS+ 
EA-SA+7:POKE I,0:NEXT:P 
RINT"DONE" 
PRINTTAB(16)"{2 DOWN) 
{BLK} {RVS} MLX COMMAND 
(SPACE JMENU {DOWN} £43": 
PRINT T$"(RVSJE(OFF}NTE 
R DATA" 

PRINT T$"{RVS}D{OFF}ISP 
LAY DATA":PRINT T$" 
{RVS}L{OFFJOAD FILE" 
PRINT T$"{RVS}S{OFFJAVE 
PILE":PRINT T$"{RVS]O 
{orr}uIT(2 DowN) (BLK}” 
GET A$:IF AS=NS$ THEN250 
A=@:FOR I=] TO 5:IF AS= 
MID§("EDLSQ",I,1)THEN A 
=I:I=5 








NEXT:ON A GOTO426,616,6 
96, 706, 280 :GOSUB1660 :GO 
T0258 

PRINT"{RVS} QUIT “:INPU 
T"{DOWN}E43ARE YOU SURE 
C¥/N]";AS:IF LEPTS(AS, 
1) <>"¥"THEN226 

POKE SD+24,6:END 

INS=N$ :AD=0 : INPUTINS : IF 
LEN ( INS) <>4THENRETURN 
BS=INS :GOSUB32G:AD=A:BS 
=MID$ (INS, 3) :GOSUB320:A 
D=AD*256+A: RETURN 
A=@:FOR J=1 TO 2:A$=MID 
$(BS,3,1) :B=ASC(AS$)-C4+ 
(A$>"@") *C7 :A=A*C6+B 

IF B<@ OR B>15 THEN AD= 
O:A=-1:J=2 

NEXT: RETURN 
B=INT(A/C6):PRINT MID$( 
HS$,B+1,1);:B=A-B*C6 :PRI 
NT MIDS$(H$,B+1,1);:RETU 
RN 


A=INT(AD/Z6) :GOSUB350:A 
=AD-A*Z6 :GOSUB350 : PRINT 
ment 

CK=INT(AD/Z6) :CK=AD-24* 
CK+Z5* (CK>Z7) :GOTO398 
CK=CK*Z2+Z5* (CK>Z7) +A. 
CK=CK+Z5* (CK>Z5) : RETURN 
PRINT"{DOWNJSTARTING AT 
£43"; :GOSUB300:IF IN$<> 
N§ THEN GOSUB1O30:IF F 
(SPACE } THEN498 

RETURN 

PRINT"({RVS} ENTER DATA 
{SPACE}":GOSUB490:IF IN 
S=N$ THEN226 

OPEN3, 3:PRINT 
POKE198,0:GOSUB360:IF F 
THEN PRINT INS$:PRINT” 
{up} {5 RIGHT}"; 

FOR I= TO 24 STEP 3:B$ 
=S$:FOR J=1 TO 2:IF FT 
HEN BS=MID$(INS$,I+J,1) 
PRINT" (RVS}"BSL$;:IF I< 
24THEN PRINT" {OFF}"; 
GET AS:IF AS=N$ THEN479 
If (AS>"/"ANDAS<":")OR(A 
$>"@"ANDAS <"G") THEN548 
A=-(AS="M")—-2* (AS=",")— 











KC 


GK 


Qs 


ac 


PK 


HO 


KS 


KC 


FP 


HQ 


486 


48 


S 


498 


500 


516 
520 


538 


548 
5508 


560 


578 


580 


590 


688 
618 


628 


638 


728 


738 


748 





3*(AS=".")-4*(AS="/")-5 
* (AS="3")-6* (AS="K") 
A=A-7* (AS="L")-B* (A\ 
")-9%* (AS="U" }=10* (AS="I 
Simba o 
A=A-13*(A$=S$):IF A THE 
N AS=MID§("ABCD123E456F 
8",A,1):GOTO 540 
IF AS=R§ AND((T=6)AND(o 
=1)OR F)THEN PRINT BS;: 
J=2:NEXT:1=24 :GOTO558 
IF A$="{HOME}" THEN PRI 
=2:NEXT: 1=24 :NEX 
OT0440 
If (AS="(RIGHT)")ANDF TH 
ENPRINT BS$LS$;:GOTO540 
IF A§$<>L$ AND A$<>D$ OR 
((1=8)AND(J=1)) THEN Gos 
UB1869:GOTO473 
AS=L$+S$+L$:PRINT BSLS; 
:J=2-J:IF J THEN PRINT 
{SPACE} L$; :I=I-3 
PRINT AS; :NEXT J:PRINT 
{SPACE}s$; 
NEXT I: PRINT: PRINT" {UP} 
(5 RIGHT)"; sINPUT#3, INS 
tIF INS=N§ THEN CLOSE3: 
GOTO228 
FOR I=1 TO 25 STEP3:BS= 
MIDS (INS$,1) :GOSUB326:IF 
I<25 THEN GOSUB380:A(I 
/3)=A 
NEXT:IF A<>CK THEN GOSU 
B1060:PRINT" (BLK) (RVS} 
{SPACEJERROR: REENTER L 
INE £43":F=1:GOT0440 
GOSUB1980 :B=BS+AD-SA: FO 
R I= TO 7:POKE B+I,A(I 
) NEXT 
AD=AD+8:IF AD>EA THEN C 
LOSE3 :PRINT" { DOWN} {BLU} 
** END OF ENTRY ** {BLK} 
{2 DOWN}":GoTO796 
P= :GOT0449 
PRINT" {CLR} (DOWN} {RVS} 
{SPACE}DISPLAY DATA ":G 
OSUB400:IF INS=N$ THEN2 
20 
PRINT" {DOWN} {BLU} PRESS: 
{RVS}SPACE(OFF} TO PAU 
SE, (RVS}RETURN{OFF} TO 
BREAKE43 {DOWN }" 
GOSUB360 :B=BS+AD-SA:FOR 
I=BTO B+7:A=PEEK(I) :GOS 
UB350:GOSUB389:PRINT S$ 








NEXT: PRINT" {(RVS}"; :A=CK 
:GOSUB350 :PRINT 
F=]1:AD=AD+8:IF AD>EA TH 
ENPRINT" {DOWN} {BLU} ** E 
ND OF DATA **":GOTO226 
GET A$:IF A§$=R$ THEN GO 
SUB1086:GOT0228 

IF A$=S$ THEN F=F+1:GOS 
UB168o 

ONFGOT0630, 660,630 
PRINT" {DOWN} {RVS} LOAD 
(SPACE}DATA ":0P=1:GOTO 
718 

PRINT" {DOWN} {RVS} SAVE 
(SPACEJFILE ":0P=0 
IN$=N$ : INPUT" (DOWN } FILE 
NAMER43";INS:IF INS=NS 
{ SPACE} THEN226 

Fs :PRINT" (DOWN) {BLK} 
(RvS}T{OFFJAPE OR (RVS} 
D{OFF}ISK: £43"; 

GET ASrIF A$="T"THEN PR 
INT"T[DOWN}":GOTO88D 

IF A$<>"D"THEN736 











FA 


SA 


cs 


sc 


KM 


oF 


AE 


xP 
FR 


DP 


PP 


FD 


FF 


g 


758 


768 
778 


788 


7968 
868 


8198 
820 


836 


840 
859 


865 


878 
880 


899 


905 


9198 


926 
935 


948 


950 


968 


978 


980 


995 


1681 
181 


192! 


193: 


184: 


Bue ples ct Gr 8 


“IG: ":B=EA-SA:INS=" 
O:"+INS$:IF OP THENS19 
OPEN 1,8,8,INS+",P,W":G 
OSUB860:IF A THEN220 
AH=INT(SA/256) :AL=SA-(A 
H* 256) :PRINT#1,CHRS$ (AL) 
7 CHRS (AH) ; 

FOR I=8 TO B:PRINT#1,CH 
RS$(PEEK(BS+I));:IF ST T 
HEN8SO 

NEXT: CLOSE1 :CLOSE15 :GOT 
09498 

GOSUB1666 :PRINT" {DOWN} 
{BLK}ERROR DURING SAVE: 
£43" :GOSUB869 :GoTO220 
OPEN 1,8,8,INS+",P,R":G 
OSUB86G:IF A THEN220 
GET#1,A$,B$ :AD=ASC (A$+Z 
$)+256*ASC(BS+Z$):IF AD 
<>SA THEN F=1:GOTO85S 
FOR I=8 TO B:GET#1,A$:P 
OKE BS+I,ASC(A$+Z$) :1F( 
I<>B)AND ST THEN F=2:AD 
=I:I=B 

NEXT:IF ST<>64 THEN F=3 
CLOSE1 :CLOSE15:ON ABS(F 
>8)+1 GOTO965,976 
INPUT#15,A,A$:IF A THEN 
CLOSE1:CLOSE15 :GOSUB1O 
Se seRIN Ty (BVSI ERROR: “A 
RETURN 

POKE183, PEEK(FA+2) :POKE 
187,PEEK(FA+3) :POKE188, 
PEEK(FA+4) : IFOP=OTHENS2 
0 

SYS 63466:IF(PEEK(783)A 
ND1)THEN GOSUB1066 :PRIN 
T" {DOWN} {RVS} FILE NOT 
{SPACE}FOUND ":GOTO690 
AD=PEEK (829) +256*PEEK(8 
30):IF AD<>SA THEN F=1: 
GoTO978 
A=PEEK(831)+256* PEEK(83 
2)=1 :F=F-2* (A<EA)-3* (A> 
EA) : AD=A-AD:GOTO930 
A=SA:B=EA+1:GOSUB1010:P 
OKE78G,3:SYS 63338 
S+(EA-SA)+1:GOS 
IN OP GOTO95G:SY 








S 63591 

GOSUB180 :PRINT" {BLU} ** 
SAVE COMPLETED **":GOT 
0228 

POKE147,0:SYS 63562:IF 
{SPACE}ST>0 THEN970 
GOSUB1986 : PRINT" {BLU} ** 
LOAD COMPLETED **":GOT 


GOSUB1060 : PRINT "(BLK} 
{RVSJERROR DURING LOAD: 
{DOWN} £43":ON F GOSUB98: 
8,998, 1800 :GOTO228 
PRINT"INCORRECT STARTIN 
G ADDRESS (";:GOSUB366: 
PRINT") ": RETURN 
PRINT"LOAD ENDED AT ";: 
AD=SA+AD: GOSUB360 :PRINT 
D$:RETURN 

© PRINT"TRUNCATED AT END 
ING ADDRESS":RETURN 

@ AH=INT(A/256) :AL=A-(AH 
*256) :POKE193,AL:POKE1 
94,AH 

@ AH=INT(B/256) :AL=B-(AH 
*256) :POKE174,AL: POKE] 
75, AH:RETURN 

© IF AD<SA OR AD>EA THEN 
1058 

6 IF(AD>511 AND AD<49960 
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MLX 





)OR(AD>49151 AND AD<53 
248) THEN GOSUB1@80:F=8 


: RETURN 
HC 1658 


AR 1660 


4,33 
DX 1078 
701099 
PF 1080 


1,98:POKE SD+4,17 
AC 1098 


KE SD+1,6:RETURN 


AE 160 
DIM NL$,A(7) 
22=2:24=25. 
5 
627) :BA=65280 





xP 116 





FB 120 


(32) : LF$=CHRS (157) 
KE 130 


256*PEEK (A+1) 
KEY 1,"A":KEY 3,"B' 
5,"C":KEY 7,"D"= 


JB 14 





FJ 150 


4,15:COLOR 6,15 
GQ 16¢ 


{BLU}" 


FE 176 PRINT"{2 DOWN} 





SE 180 
FH 190 
DING ADDRESS{4}" 


LSE 190 
ME 200 
{SPACE}WORKSPACE 


¥" THEN 220 





QH 218 
G. 





ONE" 





{OFF}OAD FILE" 
HB 230 


GOSUB166@ :PRINT"(RVS} 
{SPACE} INVALID ADDRESS 
(pown) (BLK}":P=1:RETU 


RN 

POKE SD+5,31:POKE SD+6 
,208:POKE SD,240:POKE 
{SPACE]SD+1,4:POKE SD+ 
FOR S=1 TO 100:NEXT:GO 


POKE SD+5,8:POKE SD+6, 
240:POKE SD,@:POKE SD+ 


FOR S=1 TO 160:NEXT:PO 
KE SD+4,6:POKE SD,8:PO 


Program 2: MLX for Commodore 128 
TRAP 960:POKE 4627,128: 


5=255:26=2 
7 =127 :BS=256* PEEK (4 


BES=CHRS (7) : RT$=CHRS (13 
) :DLS$=CHR$ (20) : SPS=CHRS 


DEF FNHB(A)=INT(A/256) : 
DEF FNLB(A)=A-FNHB(A) *2 
56:DEF FNAD(A)=PEEK(A) + 





:IF RGR(@)=5 THEN FAST 
PRINT" {CLR} "CHR$ (142) ;C 
HRS (8) COLOR @,15:COLOR 





PRINT TAB(12)"{RED} 
{RVS}{2 SPACES}{9 @> 

{2 SPACES}"RT$;TAB(12)" 
{RVS}{2 SPACES} {OFF} 
{BLU} 128 MLX {RED} 
{RVS}{2 SPACES}"RTS; TAB 
(12) "{RVS}{13 SPACES} 


{3 SPACES}COMPUTE!'S MA 
CHINE LANGUAGE EDITOR 


{2 DowN}" 
DK 184 PRINT" {BLK}STARTING ADD 
RESS{4}";:GOSUB 266:1F 


{SPACE}AD THEN SA=AD:EL 


PRINT"{BLK}{2 SPACES}EN 





260:IF AD THEN EA=AD:E 


PRINT" {DOWN} {BLK }CLEAR 
(y/n] 2 
{4}":GETKEY AS:IF AS<>" 


PRINT" {DOWN } {BLU} WORKIN 
}:BANK @:FOR A=BS 
{SPACE}TO BS+(EA-SA) +7: 
POKE A,G:NEXT A: PRINT"D 


PRINT TAB (16) "{DOWN} 

{BLK}{RVS} MLX COMMAND 
{SPACE}MENU {4}{DOWN}": 
PRINT TAB(13) "{RVS}E 

{OFE}JNTER DATA"RTS; TAB ( 
"{RVS}D{OFF}ISPLAY D 
"RTS; TAB (13) "{RVS}L 


PRINT TAB(13)"{RVS}S 
{OFFJAVE PILE"RTS;TAB(1L 


AP 


SX 


BG 


PP 


MA 


PM 


sQ 


RD 


i) 


AH 
QD 


JA 


BR 


QA 


PS 


RC 


AC 
OB 


FB 


RD 






ae 


PS 


GB 


HA 


pp 


BA 


AR 


240 


256 


268 
270 


286 
298 


300 


316 


326 


330 
348 


350 


368 


370 


380 


390 


400 
416 


42) 


S 


430 


450 


466 


478 


480 


490 


500 


518 


3) "{RVS}C{OFF}ATALOG DI 
SK"RTS$;7AB(13) "{RVS}Q 
{OFF }UIT (DOWN}{BLK}" 
GETKEY A$:A=INSTR("EDLS 
CQ",A$):0N A GOTO 348,5 
56,640,650,930,94¢:GOSU 
B 950:GOTO 240 
PRINT"STARTING AT"; :GOS 
UB 268:IF (AD<>@)OR(AS=N 
L$) THEN RETURN:ELSE 256 
AS=NLS$: INPUT AS:IF LEN( 
AS)=4 THEN AD=DEC(AS) 
IF AD=6 THEN BEGIN:IF A 
$<2NL$ THEN 3@G:ELSE RE 
TURN: BEND 

IF AD<SA OR AD>EA THEN 
{SPACE}300 

IF AD>511 AND AD<65280 
{SPACE}THEN PRINT BES;: 
RETURN 

GOSUB 954:PRINT"{RVS} I 
ADDRESS {DOWN} 











CK=ENHB(AD 
+Z5*(CK>Z7):GOTO 336 
CK=CK*Z2+25* (CK>Z7) +A 
K+Z5* (CK>Z5) 2 RETURN 
"{RVS} ENTER 
{SPACE}DATA ":GOSUB 250 
zIF AS=NL$ THEN 226 
BANK @:PRINT:F=G:0PEN 3 
13 
GOSUB 310:PRINT HEX$(AD 
)4"i";r1E FP THEN PRINT 
{SPACE}LS: PRINT" {UP} 
{5 RIGHT)"; 
FOR I=@ TO 24 STEP 3:BS 
=SPS$:FOR J=1 TO 2:1F F 
{SPACE} THEN BS=MID$(L$, 
I+J3,1) 
PRINT" {RVS}"BS+LFS$; : IF 
{SPACE}1<24 THEN PRINT" 
{OFF}"; 
GETKEY AS:IE (AS>"/" AN 
D AS<":") OR(AS> 
AS<"G") THEN 476 
IF AS="+" THEN AS="E":G 
OTO 470 
IF A$="-" THEN AS="E":G 
oTo 476 
IF AS=RT$ AND ((I=3) AN 
D (J=1) OR F) THEN PRIN 
T BS; :d=2:NEXT:1=24:GOT 
0 480 














HOME}" THEN PRI 
NT B$:J=2:NEXT:1=24:NEX 
?F=8:GOTO 360 
"{RIGHT}") AND F 
THEN PRINT BS+LF$;:GOT 
0 470 

IF AS<>LFS$ AND AS<>DLS 
{SPACE}OR ((1=G) AND (J 








=1)) THEN GOSUB 956:GOT 
0 390 
AS=LE$+SPS+LES: PRINT BS 
+LES F J THEN P 
RINT LES -3 

PRINT A$;:NEXT J:PRINT 
{SPACE} SPS; 

NEXT I: PRINT: PRINT" {UP} 
{5 RIGHT Ls=" 





{27 SPACES} 
FOR I=l TO 25 STEP 3:GE 
7T#3,AS$,BS:IF AS=SP$ THE 
:CLOSE 3:GOT 





AS=A$+B$:A=DEC (AS) :MIDS 
(L$,1,2)=A$:IE I<25 THE, 
N GOSUB 320:A(I/3)=A:GE' 
T#3,AS 

NEXT I:IF A<>CK THEN GO 











Dx 


XB 


cA 


MC 


oF 


XA 


Dg 


GA 


FD 


526 


536 
548 


558 


560 


578 
588 


596 


608 


616 
620 
630 
640 


650 


668 


665 
676 


680 


690 


708 


716 


720 


736 


748 


758 


760 


SUB 950: PRINT: PRINT" 
{RVS} ERROR: REENTER LI 
NE ":F=1:GOTO 366 

PRINT BE$:B=BS+AD-SA:FO 
R I= TO 7:POKE B+I,A(I 
) NEXT I 
F=0:AD=AD+8:IF AD<=EA T 
HEN 360 

CLOSE 3:PRINT" {DOWN} 
{BLUJ** END OF ENTRY ** 
{BLK}{2 DOWN}":GOTO 656 
PRINT BES; "{CLR}{DOWN} 
{RVS} DISPLAY DATA ":GO 
SUB 250:IF AS=NL$ THEN 
{SPACE}226 

BANK @:PRINT" {DOWN} 
{BLU}PRESS: {RVS}SPACE 
{OFF} TO PAUSE, {RVS}RE 
TURN(OFF} TO BREAK{4} 
{DOWN}" 

PRINT HEX$(AD)+":"; :GOS 
UB 310:B=BS+AD-SA 

FOR I=B TO B+7:A=PEEK(I 
):PRINT RIGHTS (HEXS$ (A), 
2);SP$;:GOSUB 320:NEXT 




















{SPACE}I 
PRINT" {RVS}"j RIGHTS (HEX 
$(CK) -2) 
F=1:AD=AD+8:IF AD>EA TH 


EN PRINT"{BLU}** END OF 
DATA **":GOTO 226 

GET AS:IF AS=RT$ THEN P 
RINT BE$:GOTO 220 

IF AS=SPS THEN F=F+1:PR 
INT BES; 

ON F GOTO 576,610,570 
PRINT BES"{DOWN}{RVS} L 
OAD DATA ":0P=1:GOTO 66 
@ 


PRINT BES 
AVE FILE 
F=@:FS=NL$: INPUT"FILENA 
ME{4}";FS:IF FS=NL$ THE 
N 220 

IF LEN(F$)>14 THEN 666 
PRINT" {DOWN} {BLK} {RVS}T 
{OFFJAPE OR {RVS}D{OFF} 
ISK: {4}"; 

GETKEY AS:IF A. "T" THE 
N 850:ELSE IF AS<>"D" T 
HEN 680 
PRINT"DISK{DOWN}":IF OP 
THEN 766 

DOPEN#1, (FS+",P") ,WeIF 
{SPACE}DS THEN A$=D 
TO 748 

BANK @:POKE BS-2,FNLB(S 
A):POKE BS-1,FNHB(SA):P 
RINT" SAVING 
FOR A=BS-2 TO BS+EA-SA: 
PRINT#1,CHRS (PEEK (A)) 72 
IF ST THEN AS="DISK WRI 
TE ERROR":GOTO 758 
NEXT A:CLOSE 1:PRINT" 
{BLU}** SAVE COMPLETED 
{SPACE}WITHOUT ERRORS * 
*":GOTO 220 

IF DS=63 THEN BEGIN:CLO 
SE 1: INPUT"{BLK}REPLACE 
EXISTING FILE [Y/N] {4} 
AS:IEF AS="Y" THEN SCR 
ATCH(F$):PRINT:GOTO 760 
zELSE PRINT"{BLK}": GOTO 
660: BEND 

CLOSE 1:GOSUB 950:PRINT 
"{BLK}{RVS} ERROR DURIN 
RINT AS:G 


"{DOWN}{RVS} S 
op=0 






























DOPEN#1, (FS+" 
THEN AS=DSS$: 
{SPACE}1:GOTO 
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MLX 








PX 


RQ 


ER 


KS 


XX 


FG 


ce 


GQ 


gD 


xB 


ce 


Ka 
DQ 





778 


780 


798 


800 


810 


828 
830 


848 
850 


868 


870 


88g 


898 


906 


gla 


920 


930 


94 


956 
968 


970 
980 
996 


GET#1,A$,BS:CLOSE 1:AD= 
ASC (AS) +256*ASC (BS) : IF 
(SPACE}AD<>SA THEN F=1: 
GoTo 798 

PRINT"LOADING ";FS:PRIN 
T:BLOAD (FS) ,BG, P (BS): 
=SA+ENAD (174) -BS-1:F=-2 
* (AD<EA)~3* (AD>EA) 

IF F THEN 800:ELSE PRIN 
T"{BLU}** LOAD COMPLETE 
D WITHOUT ERRORS **":GO 
70 220 

GOSUB 950: PRINT" {BLK} 
{RVS} ERROR DURING LOAD 
: {43":0N F GOSUB 816,8 
20, 830,840:GOTO220 
PRINT"INCORRECT STARTIN 
G ADDRESS (";HEXS(AD);" 
)":RETURN 

PRINT"LOAD ENDED AT ";H 
EX§ (AD) : RETURN 

PRINT" TRUNCATED AT ENDI 
NG ADDRESS ("HEXS(EA)") 
":RETURN 

PRINT"DISK ERROR ";AS:R 
ETURN 

PRINT" TAPE" :AD=POINTER ( 
FS) :BANK 1:A=PEEK(AD) :A 
L=PEEK (AD+1) :AH=PEEK (AD 
42) 

BANK 15:SYS DEC("FF68") 
7,1:SYS DEC("FFBA") ,1, 
1,0:S¥S DEC("FEBD") ,A,A 
L,AH:SYS DEC("FF90") ,12 
B:IF OP THEN 896 
PRINT:A=SA:B=EA+1:GOSUB 
920:SYS DEC("E919") ,3: 
PRINT"SAVING “;FS 

A=BS=:B=BS+ (EA-SA) +1:GOS 
UB 920:S¥S DEC("EA18"): 
PRINT" {DOWN} {BLU}** TAP 
E SAVE COMPLETED **":GO 
TO 226 
S¥S_DEC("E99A"):PRINT:I 
F PEEK(2816)=5 THEN GOS 
UB 950:PRINT" {DOWN} 
(BLK}{RVS} FILE NOT FOU 
ND ":GOTO 220 
PRINT" LOADING 
"AD=ENAD (2817) = 

SA THEN F=1:GOTO 800:EL 
SE AD=FNAD(2819)-1:F=-2 
*(AD<EA) -3* (AD>EA) 
A=BS:B=8S+(EA-SA)+1:GOS 
UB 920:SYS DEC("E9FB"): 
IF ST>0 THEN 860:ELSE 7 
90 

POKE193,FNLB(A) :POKE194 
,ENHB(A):POKE 174,ENLB( 
B):POKE 175,FNHB(B):RET 
URN 

CATALOG: PRINT" {DOWN} 
{BLU}** PRESS ANY KEY F 
OR MENU **":GETKEY AS:G 
oTO 220 

PRINT BES"{RVS} QUIT 
{4}";RTS;"ARE YOU SURE 
{SPACE} [Y/N] ?":GETKEY A 
S:IF AS<>"¥" THEN 220:E 
LSE PRINT"{CLR}":BANK 1 
5: END 

SOUND 1,500,10:RETURN 
IF ER=14 AND EL=260 THE 
N RESUME 300 

If ER=14 AND EL=500 THE 
N RESUME NEXT 

IE ER=4 AND EL=780 THEN 
F=4:A$=DSS$:RESUME 800 
IE BR=39 THEN RESUME:EL 
SE PRINT ERRS(ER);" ERR 
OR IN LINE";EL 
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The Automatic Proofreader 





Philip 1. Nelson 


“The Automatic Proofreader’ helps 
you type in program listings for the 
128, 64, Plus/4, and 16 and prevents 
nearly every kind of typing mistake. 

Type in the Proofreader exactly as 
listed, Since the program can’t check it- 
self, type carefully to avoid mistakes. 
Don’t omit any lines, even if they con- 
tain unfamiliar commands. After finish- 
ing, save a copy or two on disk or tape 
before running it. This is important be- 
cause the Proofreader erases the BASIC 
portion of itself when you run it, leav- 
ing only the machine language portion 
in memory, 

Next, type RUN and press RE- 
TURN. After announcing which com- 
puter it’s running on, the Proofreader 
displays the message ‘Proofreader 
Active”. Now you're ready to type ina 
BASIC program. 

Every time you finish typing a line 
and press RETURN, the Proofreader 
displays a two-letter checksum in the 
upper-left corner of the screen. Com- 
pare this result with the two-letter 
checksum printed to the left of the line 
in the program listing. If the letters 
match, it’s almost certain the line was 
typed correctly. If the letters don’t 
match, check for your mistake and cor- 
rect the line. 

The Proofreader ignores spaces not 
enclosed in quotes, so you can omit or 
add spaces between keywords and still 
see a matching checksum. However, 
since spaces inside quotes are almost al- 
ways significant, the Proofreader pays 
attention to them. For example, 10 
PRINT“ THIS IS BASIC” will generate 
a different checksum than 10 
PRINT’THIS ISBA SIC”, 

A common typing error is transpo- 
sition—typing two successive charac- 
ters in the wrong order, like PIRNT 
instead of PRINT or 64378 instead of 
64738. The Proofreader is sensitive to 
the position of each character within the 
line and thus catches transposition 
errors. 

The Proofreader does not accept 
keyword abbreviations (for example, ? 
instead of PRINT). If you prefer to use 
abbreviations, you can still check the 
line by LISTing it after typing it in, 
moving the cursor back to the line, and 
pressing RETURN. LISTing the line 
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substitutes the full keyword for the ab- 
breviation and allows the Proofreader 
to work properly. The same technique 
works for rechecking programs you've 
already typed in. 

If you're using the Proofreader on 
the Commodore 128, Plus/4, or 16, do 
not perform any GRAPHIC commands 
while the Proofreader is active. When 
you perform a command like GRAPH- 
IC 1, the computer moves everything at 
the start of BASIC program space—in- 
cluding the Proofreader—to another 
memory area, causing the Proofreader 
to crash. The same thing happens if you 
run any program with a GRAPHIC 
command while the Proofreader is in 
memory. 

Though the Proofreader doesn’t 
interfere with other BASIC operations, 
it's a good idea to disable it before run- 
ning another program. However, the 
Proofreader is purposely difficult to dis- 
lodge: It’s not affected by tape or disk 
operations, or by pressing RUN/ 
STOP- RESTORE. The simplest way to 
disable it is to turn the computer off 
then on. A gentler method is to SYS to 
the computer's built-in reset routine 
(SYS 65341 for the 128, 64738 for the 
64, and 65526 for the Plus/4 and 16). 
These reset routines erase any program 
in memory, so be sure to save the pro- 
gram you're typing in before entering 
the SYS command. 

If you own a Commodore 64, you 
may already have wondered whether 
the Proofreader works with other pro- 
gramming utilities like “MetaBASIC.” 
The answer is generally yes, if you're 
using a 64 and activate the Proofreader 
after installing the other utility. For ex- 
ample, first load and activate Meta- 
BASIC, then load and run the 
Proofreader, 

When using the Proofreader with 
another utility, you should disable both 
programs before running a BASIC pro- 
gram. While the Proofreader seems un- 
affected by most utilities, there’s no 
way to promise that it will work with 
any and every combination of utilities 
you might want to use. The more utili- 
ties activated, the more fragile the sys- 
tem becomes. 


The New Automatic Proofreader 
10 VE (772)+256*PEEK(773) 
I=44 











20 PRINT “AUTOMATIC PROOFREADE 
R FOR ";:IF VEC=42364 THEN 
(SPACE}PRINT "C-64" 

30 IF VEC=50556 THEN PRINT “VI 
c-20" 

40 IF VEC=35158 THEN GRAPHIC C 
LR: PRINT “PLUS,/4 & 16" 

50 IF VEC=17165 THEN LO=45:HI= 
46:GRAPHIC CLR: PRINT"128" 
68 SA=(PEEK(LO)+256*PEEK(HI)) + 

6:ADR=SA 

70 FOR J=0 TO 166:READ BYT:POK 
E ADR, BYT:ADR#ADR+1 :CHK=CHK 
+BYT NEXT 

86 IF CHK<>20570 THEN PRINT "* 
ERROR* CHECK TYPING IN DATA 
STATEMENTS" 

90 FOR J=1 TO 5:READ RF, LF, Hi! 
RS=SA+RF :HB=INT(RS/256) :L 
RS-(256*HB) 

106 CHK=CHK+RF+LF+HF:POKE SA+L 
F,LB:POKE SA+HF,HB:NEXT 

110 IF CHK<>22054 THEN PRINT " 
*ERROR* RELOAD PROGRAM AND 
{SPACE}CHECK FINAL LINE":EN 












D 
120 POKE SA+149,PEEK(772) :POKE 
SA+150, PEEK(773) 

130 IF VEC=17165 THEN POKE SA+ 
14,22:POKE SA+18,23:POKESAt+ 
29,224 :POKESA+139, 224 

148 PRINT CHRS(147);CHRS(17);" 
PROOFREADER ACTIVE":SYS SA 

150 POKE HI,PEEK(HI)+1:POKE (P 
EEK(LO)+256*PEEK(HI))-1,0:N 


EW 

168 DATA 120,169,73,141,4,3,16 
9,3,141,5,3 

170 DATA 88,96,165,20,133,167, 
165, 21,133, 168,169 

180 DATA 6,141,0,255,162,31,18 
1,199,157,227,3 

198 DATA 202,16,248,169,19,32, 
2108,255,169,18,32 

208 DATA 210,255,160,0,132,180 
1132,176,136,236,180 

210 DATA 200,185,0,2,240,46,20 
1,34,208,8,72 

220 DATA 165,176,73,255,133,17 
6,104,72,201,32,208 

238 DATA 7,165,176,208,3,104,2 
@8,226,104,166,189 

248 DATA 24,165,167,121,0,2,13 
3,167,165,168,105 

258 DATA 0,133,168, 202,208,239 
+240, 202,165,167,69 

260 DATA 168,72,41,15,168,185, 
211,3,32,210,255 

278 DATA 104,74,74,74,74,168,1 
85,211,3,32,216 

280 DATA 255,162,31,189,227,3, 
149,199,262,16,248 

298 DATA 169,146,32,210,255,76 
,86,137,65,66,67 

308 DATA 68,69,70,71,72,74,75, 
77,80,81,82,83,88 

318 DATA 13,2,7,167,31,32,151, 
116,117,151,128,129, 167,136 
137 














BEFORE TYPING... 
Before typing in programs, please 
refer to “How to Type In 
COMPUTE!'s Gazette Programs,” 
elsewhere in this issue. 








Text Screen Editor 


See instructions in article on page 
35 before typing in. 


Program 1: Text Screen Editor 





SSS OS AS UR SCC SUP USNR GSH COUN ES SEE OUD OEN SH GUNA UO SSUSHOSUOTOGAOHENOOOS 
» 
3 





C218:A2 
C220:1a 
C228:FD 
C236:05 
C238:00 


C248:AE 
€250:C3 
C258:00 
C266:60 
C268:FB 
C276:26 
C278:68 
C280:26 
C288:20 
C296:20 
C298:20 
C2A0:20 


20 
20 


Program 2: 
0400:05 


F2 
F2 






G600:AG CA 
0608:EB DB 
6610:A9 AG 
O618:A0 
9620:AG 
0628:A8 DS 
0630:EB 
8638:A0 
O640:A0 
8648:A0 
G650:AG 





0660:A0 
G668:A0 
G670:A8 
0678:A0 
G680:EB 
G688:A0 
9690:AG8 
8698:A0 
O6AG:A0 
O6A8:EB 
@6B0:C9 
96B8:C9 
06C0:C9 
66C8:C9 
O6D0:EB 
06D8:CB 
O6E0:CB 
O688:CB 





0740:CcB 
O748:EB 
6750209 
0758:C9 
0760:C9 
9768:C9 
O0770:EB 
6778:0B 
6780:DB 
0788:DB 


@7D8:Al 
O7EG:81 


D828:FB 
D830:0B 
D838: 0B 
DO40:FB 
D848:FB 
D8SO:EB 
D858:FB 
D86G:FB 
D868:FB 
D870:FB 
D878:EB 
D88G:FC 
D888:FC 
D89G:FC 
D898:9C 
DBAG:EB 
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Cc 
Cc 
C 
ie 
B 
Cc 
ic 
IC 
C 
B 
IC 
ic 
tes 
c 





pB4 
DB4 





Pacnasaanasaa 


FC 
FC 
FC 
FC 
EB 
FC 
ce 
FC 
oc 
EB 
FC 
6c 
oc 
FC 
FB 
FO 
FF 
FE 
FC 
EB 
FE 
EO 
FO 
FC 
FB 
EO 
FF 
PF 
FC 
EB 
FO 
FO 
EF 
FC 
EB 
BO 
FO 
FE 
EC 
FB 
EO 
FO 
FF 
FC 
EB 
FO 
06 
FE 
FC 
EB 
FO 
FO 
EE 
FC 
EB 
FE 
PP 
or 
oc 
FB 
BO 
00 
FO 
oc 
FB 
FC 
FC 
FC 
FC 
FB 
FC 
FC 
FC 
FC 
FB 
FC 
FC 
oc 
FC 
EB 
oc 
FC 
EC 
FC 
FB 


EC 
oc 
FC 
FC 
EB 
EC 
FC 
FC 
FC 
FB 
oc 
6c 
FC 
FC 
FB 
FO 
or 
FE 
FC 
EB 
FE 
FO 
FO 
FC 
FB 
FO 
PF 
FO 
FC 
FB 
FE 
co 
60 
gc 
FB 
BF 
FO 
FO 
oc 
FB 
FF 
EO 
EO 
1c 
EB 
EP 
EO 
FO 
FC 
oB 
FO 
FO 
FO 
FC 
FB 
EF 
FF 
oo 
9c 
FB 
16 
FO 
FO 
FC 
FB 
FC 
EC 
FC 
FC 
BB 
FC 
oc 
FC 
FC 
6B 
FC 
eC 
ec 
EC 
6B 
EC 
FC 
FC 
EC 
EB 


FC 
FC 
FC 
FC 
EC 
FC 
oc 
FC 
FC 
oc 
FC 
EC 
EC 
EC 
EC 
FO 
FE 
FE 
FC 
EC 
06 
FO 
FF 
oc 
FC 
a0 
FF 
FE 
FC 
FC 
FE 
FO 
FE 
FC 
FC 
OF 
FO 
FE 
FC 
oc 
FF 
EO 
FF 
FC 
ac 
OF 
FO 
oF 
FC 
FC 
Cr) 
FO 
PE 
FC 
FC 
a0 
FE 
FP 
FC 
EC 
EO 
FO 
FF 
FC 
ac 
ce 
FC 
FC 
FC 
EC 
FC 
EC 
6c 
FC 
EC 
oc 
FC 
EC 
FC 
EC 
FC 
EC 
EC 
oc 
EB 
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EC 
ac 
FC 
EC 
gc 
FC 
FC 
cc 
FC 
EC 
oc 
FC 
FC 
EC 
FC 
FE 
ce 
oo 
FC 
FC 
FE 
FO 
FO 
FC 
FC 
PF 
ir 
FO 
FC 
FC 
FE 
FO 
PF 
FC 
FC 
EF 
00 
OF 
FC 
FC 
FF 
EO 
or 
FC 
EC 
oF 
£0 
FE 
FC 
ce 
EF 
FO 
PO 
EC 
EC 
FE 
EE 
FO 
gC 
ic 
PE 
98 
i) 
ac 
cc 
FC 
6c 
FC 
FC 
FC 
FC 
FC 
FC 
FC 
FC 
EC 
FC 
ac 
EC 
FC 
FC 
FC 
FC 
cc 
FB 
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FC 
FC 
FC 
FB 
ac 
FC 
FC 
FC 
EB 
EC 
EC 
EC 
FC 
2B 
FC 
FE 
FE 
FO 
EB 
cc 
FO 
FO 
FE 
OB 
FC 
00 
EF 
00 
FB 
gc 
FO 
88 
FF 
FB 
oc 
BO 
00 
FE 
FB 
FC 
FO 
FO 
EF 
EB 
EC 
FO 
FO 
FE 
EB 
oc 
FO 
EO 
FO 
EB 
FC 
FO 
EP 
or 
EB 
EC 
FO 
EG 
FO 
EB 
FC 
FC 
FC 
FC 
cB 
EC 
FC 
FC 
FC 
FB 
FC 
FC 
FC 
FC 
EB 
FC 
FC 
EC 
EC 
EB 
FB 


FB 
FB 


DB5@:FB FB FB OB 9B FB FB EB ES 
DB58:0B 9B FB FB FB EB EB EB OF 
DB6G:FB FB FB CB FB FB FB FB 15 
DB68:FB FB EB FB EB @B GB 9B 97 
DB7G:FB FB FB FB OB FB FB FB AQ 
DB78:CB EB FB EB 9B FB EB FB F3 
DB80:FB CB FB FB FB OB EB FB 48 
DB88:FB FB EB PB EB FB FB FB BD 
DB90:FB FB FB EB FB CB GB FB A4 
DB98:FB OB OB EB FB PB FB FB F4 
DBAG:EB EB FB EB FB FB EB FB 2B 
DBA8:FB OB FB FB FB FB @B BB 32 
DBB@:@B FB EB FB EB EB EB FB 6D 
DBB8:FB FB GB FB FB EB FB 9B Bl 
DBCO:FF FF FF FF FE FF FF FE 78 
DBCB:FE FF FF EF FF EF FF FE 7F 
DBDO:FF EF FF FF OF EF FF FF FC 
PR OF FF EF FE BF EF 9F F3 
DBE@:FE FF FF GF FF EF FF EF 39 


Program 4: Demo 


SM 10 IPA=1THENSG 
EX 20 IBA=2THEN70 
SF 30 A=1 

AR 40 LOAD"EXS",8,1 
PH 50 A=2 

ME 64 LOAD"EXC",8,1 
FM 70 POKES3281,0 
RR 80 POKE53281,1 
MJ 96 GOTO70 








BEFORE TYPING . . . 
Before typing in programs, please 
refer to "How to Type In 
COMPUTE!'s Gazette Programs,” 
elsewhere in this issue. 








128 Graphics 
Compactor 


See instructions in article on page 
44 before typing in. 


Program 1: 128 Graphics Compactor 


1300:A9 4C BD 89 63 AD 10 BD C4 
1308:8A 63 A9 13 8D 8B 03 60 9B 
1310:8E 88 17 08 68 8D 89 17 AG 
8D 81 17 68 BD 82 17 wD 
4A DO OD AD B1 17 C9 14 
1328:F2 DG G6 20 73 13 4C 4B BA 
1339:13 AD 81 17 C9 DE DB OD 65 
1338:AD 82 17 C9 4D DG 06 26 2F 
1340:73 13 4C 4B 13 20°73 13 36 
1348:4C 53 13 AG 00 Bl 3D C9 EO 
1350:50 F@ BF AE 88 17 AD 89 2D 
1358:17 48 28 AG 9G Bl 3D 4c BA 
1360:8D 63 CB Bl 3D C9 94 FO 6D 
C9 93 DG B6 4c EA 15 57 
1B 14 68 AB 68 AA AD 76 
1378:82 17 48 AD 81 17 48 8A OD 
1386:48 98 48 60 2¢ DA 16 26 BB 
1388:80 63 20 86 63 20 E4 G3 21 
1390:29 OF 8D 6C 17 AD OB A2 65 
1398:01 A9 24 26 74 FF 99 4B 55 
13AG:17 CB CC 6C 17 98 FG CB BA 
13A8:8C 6C 17 A9 30 8D 4c 17 15 
13B0:A9 68 8D 6E 17 AY BG BD 33 
13B8:87 17 20 86 63 FO 45 C9 05 
13C0:2C FO G5 A2 GB 4C 3C 4D 53 
13C8:26 84 63 C9 4D DG BF 20 OB 
13D0:08 14 C9 62 98 02 AI G3 3C 
13D8:80 87 17 4c BA 13 C9 44 49 
13£0:D6 GC 20 86 63 BD 4c 17 7C 
13£8:26 80 03 4C BA 13 C9 55 6F 
13F4:06 19 20 68 14 C9 04 90 68 











13F8:CA 
1400:90 
1468:26 
1416:A9 
1418:A5 
1426:20 
1428:17 
1430:99 
1438:6C 
1440:F1 
1448:90 
1456:AB 
1458:17 
1460336 
1468:A9 
1476:D0 
1478:c8 





1488:C8 
1490:13 
1498:14 
1400314 
14A8:14 
14B6:14 
14B8:7D 


1E 
Do 
3 
8D 
60 
us: 
oo 
17 
Ad 
AE 
8E 
17 
3E 
AD 
8D 
iv 
20 
ag 
4c 
ac 
08 
17 
ce 
ce 


cé 
20 
12 
03 
08 
84 
62 
c8 
8D 
17 
17 
3c 
AD 
De 
17 
20 
15 
20 
17 
BA 
BA 
Ag 
AG 
20 





1acB:A9 
14p0:90 


1408 
14E0 
14EB:AD 
14F0:61 
14F8:C8 
1500324 
1508:1C 
1510:17 
1518:15 
1520:B6 
1528385 
1536:17 
1538:85 
1540:FF 
1548:05 
1550:17 
1558360 
1560:8A 
1568265 
1570:85 
1578:A5 
1580:60 
1588:17 
1596:80 
1598:85 
1500317 
15A8:D0 
15B0:86 
15B8:65 
15C0:85 
15C8:61 
1506:60 
15D8:CA 


181 
FO 





ac 
60 
20 
27) 
3E 
AO 
86 
co 
09 
BL 
4c 
£2 
86 
cb 
90 
05 
£6 
EB 
FC 
85 
AS 
cs 
90 
3E 
85 
Ag 
3E 
60 
20 
85 
60 
AS 
28 
PA 


17 
ao 
15 
BF 
20 
20 
20 
DO 
81 
20 
4 
BL 
ce 
17 
O4 
4a 
PY) 
FD 
85 
AS 
cs 
08 
3E 
38 
AS 
Bl 
ca 
20 
15 
AS 
OL 
29 
00 
OL 





15F8:A2 
1600:4D 
1608317 
1610:16 
1618204 
1626:8D 
1628:EF 
1630:20 
1638:16 
1640:16 
1648:16 
1650214 
1658:61 
1660:20 
1668:20 
1670:20 
1678:20 
1686:15 
1688:15 
1696:06 
1698:C8 


BD 
ce 
63 
6D 
4c 
17 
05 
16 
EE 
00 
C3 
84 
13 
16 
16 
14 
14 
4c 
o1 
ol 
ap 


17 
bo 
6F 
20 
14 
6B 
23 
FE 
AD 
BA 
Ag 
4c 
ac 
68 
17 
84 
84 
AO 
20 
1A 
7 


16AG:C8 16 91 FA 20 52 15 EB FS 
16A8:EC 80 17 D@ F2 FG D5 Ag GC 
16BG:FF DG E7 8D 86 17 26 cB 50 
16B8:16 A2 0G 91 FA 26 52 15 C3 
16CG:E8 EC 80 17 D@ F5 FO AC 1B 
16C8:20 42 17 A5 90 FG O5 A2 C7 
16D0:04 4C 4A 14 20 CF FF BO 8D 
16D8:F6 66 AG GG BO EB 16 99 E3 
16E0:E4 03 C8 CO 89 DG FS 68 3D 
16£8:20 7B 87 AG GG 8C GO FF 31 
16F0:60 AD 6C 17 A2 4C AO 17 56 
16F8:28 BD FF A9 GG AA 20 68 92 
1700:FE AD 6D 17 AE GE 17 AC C2 
1708:6F 17 20 BA FE 26 CO FF 65 
1710:90 04 AA 4C 4A 14 60 AD B2 
1718:8A 17 10 GC AD FE @3 8D 11 
1720:20 DO AD FF 03 8D 21 DO Ad 
1728:20 26 17 4c 86 63 AD 6D A2 
1730:17 20 C3 PF 20 CC FF AD 4c 
1738:83 17 85 @1 AD 84 17 85 El 
1746:D8 68 AS 91 30 @5 A2 1E BO 
1748:4C 4A 14 68 38 3A GO BO 22 
1750:00 06 06 60 68 06 66 66 7E 
1758:00 66 00 00 G0 00 OO OO 86 
1766:008 66 
1768:50 2C 52 68 66 63 BO B1 21 
1770:00 04 E8 07 00 D8 EB DB 3E 
1778:00 20 40 3F 00 1c £8 LF OC 
1780:00 00 00 OG 06 OB BO BU AE 
1788:00 04 00 G4 OO BG BO BG Bb 


Program 2: Demo 


GK 10 REM COPYRIGHT 1989 COMPU 
TE! PUBLICATIONS, INC. A 
LL RIGHTS RESERVED 

DP 20 GRAPHIC1:SCNCLR 

FS 30 BLOAD "GR.COMPACTOR" 

SYS4864 

PR 56 CIRCLE 1,150,100,75,60 

PAINT 1,156,100 

BQ 76 CIRCLE 0,115,85,15,10:CI 
RCLE @,185,85,15,10 

SJ 80 CIRCLE 6,156,100,60,50,1 
00,260 

EG 90 CIRCLE 

10,250 

BSAVE 

6193 

PSAVE 

ML 

KK 120 GRAPHICO 


The GEOS Column 


See instructions in article on page 
66 before typing in. 


Program 1: Disk Usage 


1503:BF 02 18 40 EG 18 07 86 BA 
150B:00 64 CO G0 C6 8G G1 84 25 


@,150,100,63,30,1 
HD 100 "pIC",P8192 TO Pl 


RC 116 "COMPRESSED PIC", 





158B:00 GG 0G 08 GG BG GO BG BS 
1593:00 00 G6 GG G8 OG Be BB BD 
159B:00 04 G6 GG 54 68 69 73 50 
15A3:20 706 72 6F 67 72 61 6D 74 
15AB:20 64 69 73 70 6C 61 79 D4 


15B3:73 28 74 68 65 20 73 79 CO 
15BB:73 74 65 6D 28 64 69 73 19 
15C3:6B 26 75 73 61 67 65 a0 OS 
15CB:08 64 G6 8G GO GO GG ao FS 
15D3:60 G@ GG GG BG BG GG ad FD 
15DB:66 G8 6G G8 OG 68 GB BB 06 
15E3:00 G8 0G G8 GB BB GA AB BE 
15EB:68 GG 06 G8 GB BB GO BG 16 
15F3:08 68 G8 GG BG GB GO BB LE 
15FB:08 60 G0 GG A5 16 8D AF 76 
1603:17 20 AC 16 26 32 17 AO 5B 
1668:C@ 85 2F 26 63 15 20 2c BC 
1613:11 20 41 10 20 AB 15 20 F2 
161B:8A Cl 60 G6 86 GB GG Go 09 
1623:60 GG GB GG GB OG 4E 55 41 
162B:4C 4C 31 35 34 31 31 35 08 
1633:37 31 31 35 38 31 89 06 SA 
163B:8 G6 GG GG GO AS BA AD G1 
1643:1F 10 AD 8E 84 29 OF 8D 16 
164B:40 16 GA GA AB A2 OG BO G7 
1653:2A 16 9D BS 15 CB E8 EG 26 
165B:04 D@ F4 AD 48 10 C9 88 BD 
1663:F@ 41 AO G8 26 17 11 EO GE 
166B:00 FG 10 AY GG BE 3C 14 33 
1673:8D 3D 16 A9 45 8D FC 15 Cl 
167B:B8 56 28 AS GB 8D 25 10 60 
1683:A5 BA 8D 24 16 AD 40 16 co 
168B:26 86 14 AD 27 10 8D 3D 17 
1693:18 AD 26 10 8D 3C 10 AD 24 
169B:29 10 8D DD 15 AD 28 10 AF 
16A3:8D DC 15 AD 8F 84 29 OF 3B 
16AB:8D 48 10 GA GA AB A2 OO 89 
16B3:B9 2A 16 9D C4 15 CB £8 18 
16BB:E0 G4 DG F4 AD 40 10 C9 1B 
16C3:00 F@ 41 AD G9 26 17 11 FO 
16CB:E0 8 FO 10 AY OO BE 3E 36 
16D3:10 8D 3F 10 A9 45 8D 2A FB 
16DB:16 B8 50 28 AS OB 8D 25 67 
16E3:10 A5 GA BD 24 10 AD 40 98 
16EB:10 20 80 14 AD 27 10 8D 31 
16F3:3F 10 AD 26 10 8D 3£ 10 1F 
16FB:AD 29 16 8D GB 16 AD 28 58 
1703:1@ 8D GA 16 AD 1F 18 85 CE 
170B:BA 28 B® C2 26 Al C2 20 OE 
1713:32 C2 68 26 BO C2 26 Al 8B 
171B:C2 A9 82 85 GBD AD BO B5 52 
1723:0C 26 32 C2 20 DB Cl 60 26 
172B:A9 11 85 G3 A9 38 85 G2 BE 
1733:20 5A Cl 60 02 CO OO 78 D1 
173B:4C 11 15 78 @6 18 A2 11 44 
1743:AB 11 69 76 06 10 61 12 38 
174B:05 FE 82 FE 80 64 G@ 82 D2 
1753:03 80 64 G8 BB G3 80 OO 76 
175B:£8 C6 6G G3 8G 61 8C CC DS 
1763:00 63 86 G1 8C DB GO G3 3D 
176B:80 G1 8C FO GO G3 80 O1 CB 
1773:8C EG GG G3 8G G1 BC FO 62 
177B:00 @3 8G G1 8C DB G8 G3 55 
1783:80 G1 8C CC G6 G3 86 0 9D 
178B:F8 C6 GO G3 86 O4 GO 82 AE 
1793:63 80 04 GG 81 43 66 FF 08 
179B:81 7F G5 FF OC BF 20 67 12 
17A3:17 20 EF 16 4C 3E C2 O5 AA 
17AB:FF 82 FE 80 64 G0 82 03 BA 
17B3:80 04 00 BB G3 80 1E GO 05 
17BB:1C G0 83 80 GC 66 32 BO 25 
17€3:03 80 GC G0 36 06 33 80 1D 
17CB:GC G8 36 G@ G3 86 GC 7c B4 
17D3:78 






17£B:30 FO 03 86 G4 GG 82 03 FE 
17F3:80 64 06 81 03 66 FF 81 2D 





1813:10 
181B:61 
18232380 
1828784 
1833:01 
183B:9C 
1843:65 
184B:0B 
1853200 





185B:DF @1 FO 68 68 6G G1 88 SC 
1863:05 66 86 DB 1B CD 8D B6 86 
186B:D8 G5 6G 82 G1 80 G5 GG 85 
1873:86 F3 73 67 B8 F3 CF 05 G3 
187B:00 82 G1 86 BA 66 81 CB 88 
1883:05 G6 82 G1 86 G9 GG 82 41 





191B:00 06 06 04 G8 G6 GO 20 AD 
1923:08 G0 8A 61 86 00 60 GO BE 
192B:08 G0 06 00 46 8 GG 82 96 
1933:01 80 16 66 82 G1 86 08 29 
193B:00 82 01 F8 06 G6 DB @1 AG 
1943:86 64 06 00 68 GG GG 81 3A 
194B:00 02 64 G1 31 8C OG OG 4A 
1953:00 01 86 G6 OG GG 96 GO F6 
195B:00 G1 68 G4 F2 G3 4A 52 99 
1963:00 40 G6 61 80 GG BG OO AD 
196B:83 9C 92 9D CC 89 89 G1 5B 
1973:4A 52 00 00 G0 G1 86 GO 64 
197B:00 06 84 52 94 AS 28 G9 F7 
1983:61 G1 39 BE 06 66 OG G1 87 
198B:80 G8 06 GO 84 52 94 AS 3A 
1993:28 09 09 G1 GA 42 GG GO Ab 
199B:60 61 AS 86 G8 OG OO 84 4F 
19A3:52 94 AS 28 64 F2 61 12 5B 
19AB:44 






19BB:01 
19C3:04 60 86 16 10 64 G6 G1 5B 
19CB:F8 66 08 82 G1 80 G4 BO 36 
1903:83 14 20 68 69 G@ 82 G1 9E 
19DB:80 16 0G 82 G1 8G 14 GB Ad 
19E3:DB @1 87 83 C6 
19EB:EF B3 66 GF Cl Cl FE 7F 86 
19F3:3F 9F C7 Fl 8F C7 E7 1D 4E 
19FB:9B 37 EF B3 38 11 62 63 31 
1A03:62 41 AO DO 64 19 9C EE 59 
1A0B:77 1D 9B 31 8C 36 64 27 FS 
1A13:65 63 66 6F AA DS 66 F9 OA 
1A1B:98 @C 37 BD F3 31 8F BO 95 
1A23:78 2C E4 31 9C 46 1B 8D 16 
1A2B:C4 61 9C EE 76 ED 83 31 46 
1A33:8C 306 1C 2E CB B3 36 DE 98 
1A43B:1B 1D 8D El AS 8F C7 E6 FS 
1A43:ED 






1A53:83 

1A5B:1F DF FB FE FF 3F 9F CF 92 
1A63:F1 80 08 OG 8A OF BF F9 5B 
1A6B:FE 7F 1f BF C7 Fl 80 10 F2 
1A73:00 82 61 86 10 26 81 G1 F4 
1A7B:12 FF 6C BF C9 @1 FO G9 7E 
1A83:C9 62 FG G8 C9 03 FO G7 FE 
1A8B:68 4C 96 14 4C BS 14 4c C4 
1A93:D4 14 A9 62 8D 27 10 AD SE 
1A9B:97 8D 26 10 26 17 15 A9 FS 
1AA3:00 85 67 AY 10 85 B6 26 77 
1AAB:69 Cl 20 45 15 20 F3 14 82 
1AB3:60 A9 65 8D 27 10 AY 2F F7 
1ABB:8D 26 16 26 17 15 A9 OO A4 
1AC3:85 67 A9 26 85 G6 26 69 Al 
1ACB:Cl 20 45 15 26 F3 14 60 3C 
1AD3:A9 @C 8D 27 10 AO 58 8D 69 
1ADB:26 1¢ 26 17 15 AQ GG 85 71 
1AE3:67 AS 4C 85 G6 
1AEB:20 45 15 20 F3 14 60 A2 79 
1AF3:04 AG G6 AD 27 10 85 05 77 
1AFB:AD 26 16 85 64 A9 60 85 37 


COMPUTE!’s Gazette October 1989 77 





1B03:07 
1B@B:A5 
1B13:26 
1B1B:24 
1B23:ED 
182B:10 
1B833:28 
183B:10 
1B43:60 
1B4B:8D 
1B53:28 
1B5B:6D 
1B63:A8 
1B6B:03 
1B73:06 
1B7B:63 
1B83:06 
1B8B:43 
1893354 
1B9B:72 
1BA3:55 
1BABIAE 
1BB3:20 
1BBB:C1 
1BC3:45 
1BCB:2F 
1BD3:C1 
1BDB:89 
1BE3:03 
1BEB:85 
1BF3:85 
1BFB: 4B 
1€63:01 
1C0B:5F 
1€13:3E 
1c1B:a9 
1023:A9 
102B:45 
1033:FO 
1C3B:60 
1043740 
1C4B:82 
1¢53:64 
1C5B:06 
1€63:06 
1C6B:55 
1073268 
1C7B:46 
1C83:FF 
1c8B:40 
1093:82 
1C9B:64 
1CA3:10 
1CABIA9 
1CB3:A2 





1cc3:18 
1ccB:62 
1cp3:97 
1cbB:0C 





1CF3:BO 
1CFB:18 
1D03:62 
1D6B:85 
1D13:20 
1D1B:10 
1D23:c0 
1D2B:AA 
1033:85 
103B:85 
1D43:A0 
1D4B:06 
1053:06 
1D5B:06 
1D63:D6 
1D6B:A9 
1D73:A9 
1D7B:A2 
1D83:06 
1D8B:06 
1093:D0 
1D9B:62 
1DA3:B1 
1DABIA4 


02 
04 
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Program 2: GeoConverter 


FH 16 REM COPYRIGHT 1989 COMPU 
TE! PUBLICATIONS, INC, ~ 
ALL RIGHTS RESERVED 

XG 26 REM THIS IS THE UPDATED 
{SPACE }GEOCONVERTER 
{8 SPACES}REVISED MAY IS 
SUE 1988 GAZETTE 

AC 30 POKE 53280,0:POKE 53281, 
O:POKE 646,5:PRINTCHRS(1 
42) ;CHRS$ (147) 

PS 40 FORI=1T010; PRINT" (DOWN}" 
NEXT 

ER 50 PRINTTAB(S)"{4}UDI COPYR 
IGHT 1989" 

SP 60 PRINTTAB(5)"GCH COMPUTE! 
PUBLICATIONS INC." 

SP 70 PRINTTAB(5)"JEK ALL RIGH 
TS RESERVED {HOME}" 

EP 80 PRINT" {DOWN} {RVS}{8}GEOC 
ONVERTER 1.1{OFF} {DOWN} 
{GRN}" 

AP 90 INPUT"FILE TO CONVERT";G 


FS 

CX 100 PRINT" {DOWN}SEARCHING F 
OR "GES 

PA 116 HD$="":FOR I=1 TO 4:REA 
D HE:HDS#HDS$+CHRS (HE) =N 
EXT 

FK 126 FOR 1=1T05:READIE:ID$=1 
DS+CHRS$ (IE) :NEXT 

GD 130 NL$=""2TS=CHRS (18) :S$=C 
HRS(1):OPEN 15,8,15,"16 
:":0PEN 2,8,2,"8" 

3X 140 GOSUB376:GET #2,NTS,NSS 

KB 156 FOR E=@ T0 7 

KQ 166 DS=NL$:GET#2,B$:I=1:1FB 
S=NL$ THEN220 

AX 170 IF ASC(BS)<>139 THEN220 

HM 186 GET#2,HTS,HS$:1=3:IF HS 
$="" THEN HS$=CHRS (6) 

FH 196 GET#2,B$:I=I+1:IF BS="" 
THEN BS=CHRS$ (0) 

FA 206 IF ASC(BS)=166 THEN220 

GD 210 D$=D$+B$:GOTO196 

RK 220 FOR I=I TO 31:GET#2,B$: 
NEXT 

AX 230 IF D$=GF$ THEN260 

EC 240 NEXT E:IF NTS=NL$ THEN2 
60 

FX 250 TS=NT$:S$=NS$:GOTO140 

CR 260 IF DS=NL$ THENPRINT" 
{DOWN} (RVS}FILE NOT FOU 
ND{OFF}":GOT0360 

CP 270 PRINT" {DOWN}CONVERTING 
{SPACE} "GES 

MJ 286 DI'S=T$:DS$=S$:TSsHT$:S$ 
=HS$:GOSUB370 

MB 290 GET#2,MT$,MS$:1F MS$="" 
THEN MS$=CHRS (0) 

BM 300 FOR I=@ TO 65:GET #2,BS 








tNEXT 
HG 310 GET#2,CT$,GT$:GOSUB370: 
PRINT#2,HD$; :GOSUB380:1 





$=DT$:S$=D8$:GOSUB370 

FP 320 FOR I=0 TO 32*E+2:GET#2 
BS :NEXT 

FQ 3306 PRINT#2,MT$;MS$;:FORI=G 
TO 15:GET#2,BS:NEXT 

GP 340 PRINT#2,HTS;HSS;CHRS (B) 
7GT$; 

KM 350 PRINT#2,ID$;:GOSUB380:P 
RINT: PRINTGF§" CONVERTE 
bp" 

ER 360 CLOSE2:CLOSE15:END 

KA 376 U$="U1":GOT0390 

RR 386 US="U2" 

KP 396 PRINT#15,U$;2;0;ASC(TS+ 
"9") ;ASC(SS+"0") 

AS 400 RETURN 

FM 410 DATA @,255,3,21,87,10,1 
10,6 








BEFORE TYPING ... 
Before typing in programs, please 
refer to ‘How to Type In 
COMPUTE!'s Gazette Programs,” 
elsewhere in this issue. 








Diamonds 


See instructions in article on page 
32 before typing in. 


Program 1: Diamonds 


0801:08 G8 OG GO 9E 32 30 36 EC 
9869:31 G06 GO GG AG BG 98 26 OB 
G811:4A 08 98 20 46 G8 C8 DB 12 
@819:F5 A2 G3 BD 76 G8 95 G2 D9 
@821:CA 16 F8 A2 G1 AG OG BO 28 
@829:74 08 99 G6 46 CB DO F7 67 
@831:EE 2A G8 EE 2D G8 CA FO 43 
0839:EE 84 37 A9 38 85 38 26 CB 
@841:44 A6 4C 86 E3 4A 4A 4A 36 
@849:4A AA 29 G3 85 60 BA GA 4B 
@851:0A 29 3C 05 66 85 66 GA 6C 
@859:0A 29 Cd G5 60 20 61 G8 6F 
0861:20 64 08 8D 06 38 EE 65 98 
0869:08 DO G3 EE 66 G8 66 GG 15 
@871:02 06 G7 AD 18 DG C9 1F 76 
0879:FG 45 A2 G3 BS G1 9D 20 £4 
@881:D8 CA DG F8 A2 OG AS GS BB 
9889:09 G8 9D GG DB 9D OG D9 EA 
9891:9D G6 DA 9D 86 DB E8 DO B7 
9899:F1l A9 E8 BD G2 G3 AY 40 B2 
@8A1:8D 63 63 A2 BG BA 9D GB 29 
98A9:64 9D G0 G5 9D BG 86 9D GA 
08B1:00 67 E8 DG Fl A9 DS BD 23 
08B9:16 






G8C9:FC 

@8D1:69 06 85 63 A2 G3 AS FD E7 
G8D9:85 64 BE GE 40 20 A2 46 86 
OBE1L:A2 06 C6 64 3G 21 AS 66 14 
08E9:18 7D 99 40 85 60 AS 61 F6 
@8F1:7D 9E 40 85 61 AS 62 18 47 
@8F9:7D 98 40 85 62 AS 63 7D 3D 
0901:9D 46 85 63 4C 67 40 CA 24 
0969:18 CC 60 G1 O1 FF FF @1 7B 
9911:00 06 FF FF 06 AS 61 DG 4D 
G919:39 AS 63 DO 35 AD BB 85 86 
0921:65 AS 62 C9 32 BO 2B 4A 20 
0929:AA 26 65 AS 66 C9 50 BO 9C 
9931:21 4A AB 26 65 BD F@ EC CE 
9939:85 66 BS D9 29 7F 85 67 BS 
G941:A6 65 Bl 66 3D EG 48 85 16 
0949:65 BD E4 40 25 FE 05 65 B2 
0951:91 66 66 F3 FC 3F CF @C Al 
9959:03 C@ 30 AD 18'DG C9 1F B4 
9961:00 12 20 AG ES AO CB BD 63 
0969:16 DG AI 15 BD 18 DO AY 59 
O971:0E BD 86 02 4C 83 Ad BB 98 


Program 2: Demo 


CR 100 REM COPYRIGHT 1989 COMP 
UTE! PUBLICATIONS, INC. 
- ALL RIGHTS RESERVED 
RQ 110 PRINT" {CLR}{3 SPACES}CO 
PYRIGHT 1989 COMPUTE! P 


UB., INC." 

KK 126 PRINTTAB(11)"ALL RIGHTS 
RESERVED" 

DK 136 POKE2,@:POKE3,2:POKE4,6 
?POKES,7 

GX 140 J=251:K=252:L=253:M=254 
3D=16384 

JS 156 POKEJ,40:POKEK,25:R=1:G 
OsuUB446 

FR 166 FORX=GTOQ: POKEL,X:SYSD: 
NEXT 


170 
180 


Q=Q+R: IFQ=16THENR=-1 
POKEM, RND (8) *256:IFQ>OT 
HEN166 

GETK$: IFKS=""THEN150 
B=16:GOSUB410 
FORX=24TOOSTEP-1 
IEXAND4THENPOKEM, RND (G) 
*256 

POKEL, X:SYSD:NEXT:GETKS 
IFKS=""THENGOSUB446:GOT 
0219 

E=24:GOSUB410 

POKEM, RND (0) *256:FORK=0 
7065 

TERND (0) >. STHENPOKEM, RN 
D(G)*256 
POKEL, Xt SY¥SD: NEXT 
GOSUB440:GETKS:IFKS= 
HEN260 

£=65:GOSUB416 
Q=2+((Q+1)AND15) : POKEM, 
RND (6) *256 
FORX=@TO64STEPQ: POKEL,X 
:SYSD:NEXT 
GOSUB450:GETKS:1FKS=""'T 
HEN310 
GOSUB410:FORX=8T04:A(X 
=2]X:NEXT 

POKEJ, 8G*RND (G) : POKEK,5 
@*RND (0) 
FORX=110T0GSTEP-1:POKEL 
+X2SY¥SD 
IFXANDA (N) THENPOKEM, 256 
*RND (0) 

NEXT: N=N+1: IEN=STHENN®1 
GETKS: TFKS§=""THENGOSUBA 
40:GOT0350 

PRINT" (HOME }":END 
POKEJ, 40: POKEK, 25: POKEM 
10 
FORX=ETOOSTEP-1: POKEL ,X 
:SYSD:NEXT 

POKE 254, 256*RND (@) : POKE 
198, 0: RETURN 
FORT=1101600:NEXT 
IFPEEK (653) THEN450 
RETURN 


190 
260 
AH 216 
DI 220 


2368 
240 


250 
260 


278 


RH 280 
2968 





300 
316 


XS 320 
336 
340 
358 
368 
376 


FB 380 
398 


406 
410 


PF 426 
430 
440 


450 
460 


BQ 
JK 
KD 


See instructions in article on page 
40 before typing in. 


Program 1: RGB Kit 


CB20:4C C6 
CB28:CD 4c A2 
CB3G:AC 
cB38:4c 51 
CB46:CD @8 48 8A 48 98 48 
CB48:47 
CB56:Al CB AD 48 
CB58:A2 12 A9 G4 8D 4B 
CB6G:49 





CBFG:12 A9 26 20 AC 





SUR OCONG SSH SV ONT SS> DOP USNR ATS SBOE SS TOOSP ROOTES TO BRO SOHO SABO ASSOMONUOBOUHETSaAFUrES 


CEAG:CD 
CEA8:85 Bl 4C 86 CE 
CEBG:B1 
CEB8:CB 20 
CECG:60 18 AS FB 69 68 85 
CEC8:96 62 
CEDG:E9 @1 85 FC 
CED8:85 
CEEG:FC 6@ 98 48 
CEE8:A9 34 85 OL 
CEFG:AA 68 85 G1 68 AB BA 58 12 
CEF8:60 
CEOG:CF 85 
CFO8:AC 
CF10:A9 E8 85 FD 
CF18:20 
CF20:4C 
CF28:8A 4A 4A 4A 4A AB BY 4C 42 
CF30:CF G5 9B 20 AA 
CF38:D0 @2 E6 FC 
CF40:C6 FE DO D4 60 GO G3 14 87 
CP48:14 G0 04 60 OO OF B8 07 
CE50:0B 64 62 OD BA BC B9 B6 20 
CF58:61 65 63 GE OO 3F G1 28 22 
CF60:62 38 03 14 04 26 G5 OO 5B 
CF68:06 19 67 1D 68 G6 69 G7 5D 
CF76:0A 26 OB G7 BC B6 GD GA 69 
CE78:0£ G0 GF 60 14 G8 15 OG EB 
CF86:17 G8 18 26 19 50 1A FO EL 
Cr88:1B GG 1C 26 1D 07 22 3F C3 
CF9G:23 37 24 
CE98:57 FF G0 G6 66 G8 G6 BO E3 


Program 2: RGB Demo 


FG 16 REM COPYRIGHT 1989 COMPU 
TE! PUBLICATIONS INC, - 
{SPACE)ALL RIGHTS RESERV 
ED 
IFOK=OTHENPOKESS ,@: POKES, 
6,80:CLR 
TFOK=3THEN709 
IFPEEK (52033) =8THENOK=1 
IFOK=OTHENOK=1:LOAD"RGB 
{SPACE} KIT", 8,1 
IFOK=1THENOK=2:SYS52000 
Goro18¢ 
P=S+INT (¥/8) *320+INT (X/B 
)*8+(YAND7) : POKEP, PEEK (P 
)OR2] (7-(XAND7)) : RETURN 
KP 90 IFABS(X2-X1) >ABS (Y2-Y1)T 
HEN120 
106 M=(X2-X1) /(¥2-¥1) :GOSUB 
146:SP=(¥1>¥20R1) :X=#X1 
110 FORY=¥1T0Y2STEPSP:GOSUB 
80:X=X+M3NEXTY : RETURN 
120 M=(¥2-¥1)/(X2-X1) :GOSUB 
146:SP=(X1>X20R1) :¥=¥1 
BH 130 FORX=X1TOX2STEPSP:GOSUB 
80: Y=Y+M:NEXTX: RETURN 
140 TENOT (( (ABS (M) <1) AND (X1 
>X2)) OR ( (ABS (M) >1) AND (¥ 
1>¥2)))THENRETURN 














BJ 150 X=X1:X1=X2:X2=X:Y=¥1:¥1 
=Y¥2:¥2="¥:RETURN 
PF 160 U=1/({*RX) :R1=RY*.72 


170 FORT=BTOESTEPU: X=RX*COS 
(1) +X12Y=R1*SIN(T)+¥1:G 
OSUB8G:NEXTT : RETURN 








MQ 186 PRINT" {CLR}{4 DOWN}"TAB 
(13) "RGB KIT DEMO" 
QB 190 PRINT"{2 DOWN}THE {RVS} 


CAPS LOCK {OFF} KEY NO 
W TOGGLES BETWEEN" 
200 PRINT'THE FAST AND SLOW 
MODES. IN THE FAST" 
210 PRINT"MODE, THE COMPOSI 
TE SCREEN IS BLANKED." 
SJ 226 PRINT"YOU MUST SWITCH Y¥ 
OUR MONITOR TO RGB TO" 
EJ 230 PRINT"SEE THE SCREEN. T 
HE {RVS}COMMODORE {OFF} + 
{RVS} SHIFT (OFF}" 
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HG 


ME 


AX 


PH 


BE 


PE 
KX 


RS 


ME 


sc 


HQ 


cH 


240 PRINT"KEY COMBINATION I 
S STILL ACTIVE IN RGB" 
PRINT"MODE." 

PRINT" {2 DOWN}SWITCH YO 
UR MONITOR TO RGB MODE 
{SPACE} AND" 

PRINT"THEN PRESS {RVS}S 
PACE{OFF} TO CYCLE THE 
{SPACE }CHARACTER” 
PRINT"COLORS. PRESS 
{RVS}RETURN{OFF} TO CON 
TINUE" :C=1 
GETKS: IF KS<>" 
HRS (13) THEN296 
IFKS="“THENSYS52606,C: 
C=(C+1)AND15:GOTO290 
PRINT" {CLR}{9 DOWN}LET! 
S DO A SPEED TEST. DURI 
NG THE TEST," 

PRINT"THE SCREEN FILLS 
{SPACE}WITH RANDOM CHAR 
ACTERS." 

PRINT"USE THE {RVS}CAPS 
LOCK{OFF} KEY TO TOGGL 
gE" 

PRINT"BETWEEN FAST AND 
{SPACE}SLOW MODES. THER 
E Is 
PRINT"A MARKED DIFFEREN 
CE IN SPEED BETWEEN" 
PRINT"THE TWO MODES. 
EXIT THE TEST PRESS 
{3 SPACES}{RVS}RETURN 
{oFF}." 

GETKS: LFKS=""THEN370 
SYS52009,5 

PRINT" ({CLR}":Z=1024 
C=INT (RND(@)*256) : POKEZ 
c 

GETKS$: IFK$=CHR$ (13) THEN 
440 

Z=Z+1: 1EZ<2024THEN4OG 
GoTO396 

SYS52009, 20 
PRINT"{CLR}NORMALLY, TH 
E RGB SCREEN DISPLAYS TT 
HE" 

PRINT"SAME THING AS THE 
COMPOSITE SCREEN." 
PRINT"IT CAN DISPLAY TH 
E CONTENTS OF MEMORY" 
PRINT"ANYWHERE IN THE 6 
4'S ADDRESS SPACE." 
PRINT"JUST FOR FUN, LET 
"S LOOK AT PART OF THE" 
PRINT"RAM USED BY THE B 
ASIC INTERPRETER." 
PRINT" {DOWN}PRESS {RVS} 
RETURN{OFF} TO CONTINUE 


250 
260 


270 


280 


299 "ANDKS<>C 


300 
316 


320 


338 


346 





350 


360 TO 


370 
380 
390 
400 





410 
420 
430 
440 
456 
466 
470 
480 
496 
506 


510 





GETKS$: IFKS HEN520 
SY¥S52012,0:SYS52009,5 
GETKS: IFKS<>CHRS (13) THE 
N54 
SYS52012,1024:SYS52009, 
26 
PRINT"{CLR}THE 64 HAS T 
WO CHARACTER SETS WHICH 
CAN" 
PRINT"BE TOGGLED IN AND 
OUT BY PRESSING THE" 
PRINT" {RVS} COMMODORE. 
{OFE}+(RVS}SHIET{OFF} K 
EYS. RGB KIT ALSO" 
PRINT"HAS TWO CHARACTER 
SETS. UNLIKE THE" 
PRINT"NORMAL 64 CHARACT 
ER SETS, RGB KIT'S SETS 


520 
536 
540 
558 


566 


576 


586 


590 


680 


619 PRINT"CAN BE CHANGED 
RY EASILY. THIS PART 


626 PRINT"OF THE DEMO LOADS 
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cp 


He 


Ga 


xP 


KK 
RX 
FD 
QF 
PH 
XJ 
FQ 
QB 


GE 


Js 
KE 


GE 
FC 


HE 


EJ 





JB 


EQ 


KQ 


SQ 


JQ 


JE 


BH 


630 


640 


938 


940 


950 





A NEW CHARACTER SET" 
PRINT"WHICH REPLACES TH 
E UPPERCASE/LOWERCASE" 
PRINT"SET IN RGB MODE. 
{SPACE}PRESS {RVS}COMMO 
DORE {OFF} +{RVS}SHIFT 
{OFF}"; 

PRINT"TO TOGGLE BETWEEN 
THE NEW SET AND THE" 
PRINT"STANDARD SET. PRE 
SS {RVS}RETURN{OFF} TO 
{SPACE }CONTINUE 
GETKS: 1PKS=""THEN670 
PRINT" {CLR}LOADING CHAR 
ACTER SET" 

PRINT" PLEASE WAIT. ..":0 
K=3:SY852003:LOAD"CHRSE 
2" Fe 
SY¥S52000:SYS52015, 40960 
+1: PRINT" (CLR} 

{11 SPACES}CHARACTER SE 
T DEMO" 

FORZ=0T0255: POKE1164+2Z, 
Z:NEXT 

PRINT" {14 DOWN}THE QUIC 
BROWN FOX JUMPED OVER 
PRINTPHE LAZY DOG." 
GETKS$: LPKS<>CHRS (13) THE 
N730 

S¥S52003:SYS52000 
PRINT"{CLR}RGB KIT'S MO 
ST SPECTACULAR ABILITY 
{SPACEJIS" 

PRINT"ITS ABILITY TO DI 
SPLAY HI-RES SCREENS." 
PRINT"A HI-RES SCREEN C 
AN BE TAKEN FROM ANY" 
PRINT"LOCATION IN THE 6 
4's RAM, INCLUDING THE" 
PRINT"RAM UNDER THE BAS 
IC ROM, KERNAL ROM AND" 
PRINT"I/O SPACE. PRESS 
{SPACE} {RVS}SPACE{OFF} 
{SPACE}TO GENERATE AND" 
PRINT"DISPLAY A BITMAP 
{SPACE)SCREEN. PRESS 
{RVS}RETURN{OFF}" 
PRINT"TO EXIT THE DEMO. 











GETKS:IFK$<>"_"ANDKS<>C 
HRS (13) THENS36 
IFKS=CHRS (13) THENS9G 
PRINT"{CLR}PLEASE WAIT. 
~ DRAWING" 
FORI=0T035: READA: POKE49 
152+1,A:NEXTI:SYS49152: 
S=32768:C=31744 
X1=150:¥1=85:RX=75:RY=R 
X:B=0:E=2*]:GOSUB160 

X=15:RY=R 
GOSUB160 
X1=185:¥1=70:RX=15:RY=R 
X:B=0:E=2*]:GOSUB160 
X1=150:¥1=90:RX=60:RY=5 
G:B=10*]/180:E=170*]/18 
9: GosuB166 
X1=150:¥1=90:RX=63:RY=3 
G:B=26*]/180:E=160*}/18 
8:GosuB166 
X1=75:¥1=150:X2=146:¥2= 
162:GOSUB90:X1=140:Y1=1 
62:X2=160:¥2=162:GOSUB9 
) 
X1=160:¥1=162: 
=150:GOSUB96:X1=225:¥1= 
150:X2=225:¥2=190:GOSUB 
90 























96 
X1=140:¥1l=17 
196:GOSUB90:X1 


2=75:¥2= 
1=19 








@:X2=75:Y2=150:GOSUB90 























¥1=162:X2=140:¥2 
6 
=166:¥2=178:GOSUB 


1= 


2SYS52003:END 


7,192,202,208,244 


6,124,200, 208,250 


25,192,202, 208,24 


FB 960 X1=14 
=178:GOSUB90:X 
162:x 
90 
CA 970 S¥S52090:SYS52618,S,C 
EP 980 GETKS:1FKS<>CHRS (13) THE 
n98a 
XG 998 SYS52000:PRINT"{CLR}END 
OF DEMO. 
RX 100 DATA 169,0,168,162,32, 
153 
CM 1016 DATA 6,128,206,208,250 
1238 
ME 1020 DATA 
1169 
SQ 1030 DATA 48,160,0,162,4,15 
3 
HP 1040 DATA 
1238 
EH 1050 DATA 
4,96 


Program 3: RGB Char Set 


A0GG:80 3C 66 GE 6E 60 
A0U8:GG 18 3C 66 TE 
Ag1G 7c 66 7C¢ 66 
ALB 3C 66 60 66 
A028 78 6C 66 6c 
A928 72 69 7C 60 
Ag30 TE 66 7C 60 
AG38 3E 60 60 66 
A940:00 66 66 7E 66 
AG48:00 7E 18 18 18 
AG50:08 G6 G6 06 66 
AG58:00 66 6C 78 6c 
AG60:80 6G 60 60 60 
AG68:00 63 77 7E 63 
AG7@:00 66 76 7E 6E 
AG78:0G 3C 66 66 66 
AG8G:08 7C 66 66 60 
AG88:00 3C 66 66 6c 
AG90:08 7C 66 66 6c 
A998:00 3C 60 3C 06 
AGAG:00 7E 18 18 
AGA8:G0 66 66 66 
AGBO:00 66 66 66 
AGB8:00 63 63 6B 
AGCO:0G 66 66 3C 
AGC8:88 66 66 3C 
AGDG:00 7E GC 18 
AGDB:GG 3C 39 30 
AGEG:0G 3C 60 FO 
AGEB:8G0 3C BC BC 
AGEG:0G 18 3C 7E 
18 30 7E 
66 80 GG 
18 18 18 
6C 6C 6C 
66 FE 66 
3B 60 3C 
66 6C 18 
36 1c 38 
18 18 18 
ic 38 30 
38 1c oc 
66 3C 
18 18 
00 a0 
6G 96 
oo a6 
06 GC 
3C 66 
18 38 
3C 66 
TE @c 
@c 1c 
TE 60 
3c 68 
TE 06 
3c 66 
3C 66 
oo 18 





Sesese 





A106:00 
A108:00 
A116:00 
A118:90 
A120:18 
A128:00 
A136:1C 
A138:00 
A140:00 
A148:00 
A150:00 
A158:00 
A160:00 
A168:00 
A170:00 
A178:00 
A180:00 
A1g8:a0 
A190:00 
A198:00 
A1AG:08 
A1A8:68 
A1BG:90 





A1CO:60 
A1C8:00 
A1DG:30 


60 
00 
ag 
60 
00 
ag 
ao 
(Td 
60 
oo 
oo 
00 
ag 
0a 
a0 
oo 
ao 
00 
00 
oo 
oo 
068 
oo 
oo 
06 
66 
66 
6a 
oo 
oo 
66 
oo 
68 
09 
00 
ao 
60 
aa 
oa 
68 
oo 
oo 
oo 
0G 
38 
oo 
00 
oo 
60 
oo 
60 
0a 
oo 
oo 
00 
6a 
00 
oo 
00 


A1D8: 08 
A1EG:06 
A1E8:00 
A1FO:60 
A1E8:00 
A206:00 
A208:08 
A210:18 
A218:00 
A220:00 
A228:00 
A230:00 
A238:38 
A240:0C 
A248:00 
A250:18 
A258:18 
A260:CO 
A268:C0 
A270303 
A278:EF 
A280:FF 
A288300 
A290:00 
A298: 36 
A2A0:60 
A2A82 00 





A2B8:00 3 


A2CG318 
A2C8:06 
A2D0:08 
A2D8: 
A2hO: 
A2EB 
A2PO 
A2rB: FE 
A300300 
A308:FO 
A310:300 
A318: FE 
A320:306 
A328:CO 
A330:CC 
A338:03 
A340:308 
A348:FE 
A350:03 
A358:18 
A360:00 
A368:18 
A370:06 








A380:06 
A388:18 
A390:00 
398218 
A3AG:CO 
AB3AB:E0 
A3B0:07 
A3B8:EF 
A3CO:FE 
A3CB:00 
A3D0:03 
A3D8:00 
A3E0:0F 
A3E8:18 
ABFO:FO 
ABEB:F0 
A4OG:FF 
A4GB:FF 
A41O:FF 
A418:FE 
A420:FE 
A428:FE 
AA3G:FE 
AA3BI EE 
A44O73EFE 
A448:FF 
A450:FE 
A458:FF 
A46G:FE 
A468:FE 
A47@:FE 
A478:FE 


A48G:FF 
A488: FF 





A49B:EF 
ASAO:EF 
AGABIEE 
A4BO:EF 
A4BBIFE 
A4CO:EE 
A4CB:EF 
A4DO:EE 
A4DB: FF 
AGEG?FE 
A4EB: FE 
A4PO:EE 
A4F8:FE 
ASOOLEF 
ASOB: EF 
ASLO: EE 
AS18:FF 
AS20:E7 





A530:E3 
A538:FF 
AS40:FE 
A548: FE 





F PE 
ASOBIEE 

AS7TO3EE 
AS78:FE 
AS8O:FE 
AS88:FE 
A59O:FE 
ASOBIEF 
ASAGQIFF 
ASAB? FE 
ASBO?EF 
ASB:FF 
ASCO:FE 
ASC8:FF 
ASDOIEF 
ASDB:EE 
ASEG:E9 
ASEBIEE 
ASFO:9F 
ASEBIFE 
AGOOIFE 
AGOBIE7 
AG1O:E7 
AG1B8:FE 
AG20:FE 
AG2B2FE 
AG3IG:FE 
AG38:CE 
AG4O:F3 





A668: 3E 
AG70:EC 
A678: 00 
680200 
AGBBIEE 
AGIGIEF 
A698:C9 
AGAG:9F 
AGAB:EF 
AGBG: 3C 
AGBB:FE 





A720: FE 





AT60:FE 
A768:E7 





A780:FE 
A788:E7 





A7DO:EC 
A7DB:EF 
ATEG?EO 
ATES2E7 
ATEQ:0F 
ATES: 0F 


FF 
FO 
£7 
or 
or 





BEFORE TYPING... 
Before typing in programs, please 
refer to “How to Type In 


COMPUTE!'s Gazette Programs," 
elsewhere in this issue. 





Boot Maker 


Article on page 31. 


PB 100 REM COPYRIGHT 1989 COMP 
UTE! PUBLICATIONS, INC. 
(2 SPACES)ALL RIGHTS RE 
SERVED 

PRINT" {CLR} "TAB (12) "COP 
YRIGHT 1989": PRINTTAB (6 
) "COMPUTE! PUBLICATIONS 
INC," 
PRINTTAB(9)"ALL RIGHTS 
( SPACE} RESERVED." 
FORJ=4000704113:READX 
TaT+X: POKES ,X 

NEXTJ 
IPT<>13861THENPRINT"ERR 
OR IN DATA":STOP 
PRINT"({2 DOWN}" 
PRINTTAB(14)"64 BOOTER" 
SYS 4000 

INPUT"{2 DOWN) FILENAME 
(SPACE}OF PROGRAM TO BO 
or" zAs 
N=872:GOSUB390:POKE833, 
M 


QR 


138 


166 


176 


200 


INPUT"IS IT BASIC (Y/N) 
"GAS 

IF AS="N"THEN25 
POKE85SG, 234: POKE828,0:G 
070350 

INPUT"ENTER SYS ADDRESS 
"GA 

FORI=1704 
A=A/16:X=INT (A) :¥=A-X 
IFY>@THENY=Y*16:AsX 
IFI=1THENV 


238 
248 


250 


268 
276 
280 
298 
308 
316 
326 
336 
346 
358 








IFI=4THENV2=V2+16*Y 
NEXT 

POKE 851,V1:POKE852,V2 
INPUT"NAME OF THE NEW B 
OOT PROGRAM"; AS 
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XH 


AJ 


ps 


360 N=4113:GOSUB390:POKE408 
5,M 

370 SYS 4075 

380 END 

396 M=LEN(A$) 

400 FORI=1T0M 

410 YS=LEPTS$(A$,1) 

420 XS=RIGHTS(Y$,1) 

430 B=ASC(X$) 

440 POKEN+1,B 

450 NEXT 

460 RETURN 

476 DATA 169,52,141,44,3,16 
9,3,141,45,3,160,54,185 
181,15,153,51,3,136,20 
8 

486 DATA 247,96,32,138,255, 
169, 2,162,8,160,255,32, 
186,255,169,8,160,3,162 

496 DATA 105,32,189,255,169 
19,162,1,166,8,32,213,2 
55,76,162,0,189,101,3,1 
57 





500 DATA 119,2,232,224,4,20 
8,245,169,4,133,198,96, 
82,85,78,13,169,2,162,8 

510 DATA 160,255,32,186,255 
1169,3,160,16,162,18, 32 
189,255,169, 44,133,254 
1169 

520 DATA 3,133,255,169,254, 
162,128,160,3,32,216,25 
5,32,138,255,96 


Screen Play 


Article on page 54. 


Program 1: Bounce 


SA 
QP 
PQ 
RP 
DS 


FF 


CH 


QH 


= 


900 REM COPYRIGHT 1989 COMP 
UTE! PUBLICATIONS, INC. 
- ALL RIGHTS RESERVED 

916 REM ** BOUNCE ** 

920 FORA=496171049809:READA 
A: POKEA, AA: NEXT 

930 DATA120,169,246,141,20, 
3,169,193 

940 DATA141,21,3,173,17,208 
741,127,141 

958 DATAL7,208,173,116,194, 
141,18,2068 

968 DATA169,1,141,26,208,16 
9,127,141 

970 DATA13,226,88,96,162,1, 
224,8,240 

986 DATA32,189,119,194,141, 
22,208,238 

990 DATA247,193,24,166,0,18 
5,116,194 

10006 DATAL25,128,194,141,18 
+208,169,1 

1010 DATA141,25,208,104,168 
7 104,176,104 

1020 DATA64,173,119,194,141 
722,208,169 

1030 DATA1,141,247,193,238, 
7,194,173,7 

1040 DATA194,201,3,208,5,16 
9,0,141,7 

1050 DATA194,170,189,136,19 
4,208,23,24 

1066 DATA2S4,116,194,189, 11 
6,194,141, 18 

1670 DATA208,221,139,194,20 
8,28,169,1 

1680 DATA157,136,194,76,103 
1194,24,222 

1690 DATA116,194,189,116,19 
4,141,18, 208 

1166 DATA221,142,194,208,5, 
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AJ 
PG 
HH 
QE 
MF 


FX 


1116 
1126 
1136 
1146 
1150 
1166 


169,0,157 
DATA136,194,169,1,141, 
25,208,173,7 
DATA194,208,165,76,49, 
234,99,117 

DATA233, 200,202, 204,20 
6, 207, 206 
DATA2G4, 202, 200,0,2,4, 
6,8,10,12,14 
DATA1,@,1,99,166,233,5 
0,117,184,0 

SYS 49617 


Program 2: Waves 


EA 


PC 


HC 


1060 


1070 
10686 


1090 
1100 
1116 
1126 
1136 
1140 
1150 
1168 
1176 
1180 
1196 
1266 
1216 
1220 
1230 
1240 
1258 
1266 
1276 
1280 
1296 


REM COPYRIGHT 1989 COM 
PUTE! PUBLICATIONS, IN 
C, = ALL RIGHTS RESERV 
ED 

REM WAVES 
FORA=498107T049973: READ 
AA: POKEA, AA: NEXT 
DATA120, 169,183,141, 20 
13,169,194 
DATA141,21,3,173,17,20 
8,41,127,141 
DATA17,208,173,35,195, 
141,18, 208 
DATA169,1,141,26,208,1 
69,127,141 

DATA13, 220,88 ,96,162,1 
1224,8,240 
DATA34,189,36,195,141, 
22,208,238 
DATA184,194,24,173,35, 
195,125,45 

DATA195, 261,252,176, 43 
141,18, 268 
DATA169,1,141,25,208,1 
04,168,104 
DATA170,104,64,173,36, 
195,141,22 
DATA208,169,1,141,184, 
194,173,35 
DATA195, 201, 216,176,22 
1105, 40,141 
DATA35,195,141,18,208, 
76,212,194 
DATA173,36,195,141,22, 
208,169,1 
DATA141,184,194, 238,11 
1195,169, 35, 
DATA201,75,208,5,169,3 
5,141,11,195 
DATA141,35,195,141,18, 
208,169,1 
DATA141,25,208,76,49,2 
34,35,200 
DATA201 , 262,203, 204,20 
3,202,201 
DATA200,6,3,6,9,12,15, 
19, 22,0 

SYS 49810 


Program 3: off 


EK 


2000 


2010 
2020 


2030 
2040 
2050 
2060 


2070 
2080 


REM COPYRIGHT 1989 COM 
PUTE! PUBLICATIONS, IN 
C, - ALL RIGHTS RESERV 
ED 

REM OFF 
FORA=49974T050007:READ 
AA? POKEA, AA: NEXT 
DATA120,169,49,141,20, 
3,169,234 
DATAL41,21,3,169,8,141 
722,208,169 

DATAG@:REM COLOR 
DATA141 

DATA32:REM SCREEN 
DATA208,169,0,141,26,2 
68 


AQ 2098 DATA169,129,141,13,226 
,88,96,0 
AM 2100 SYS 49974 


Slap Shot 


See instructions in article on page 
14 before typing in. 

0801:08 08 C5 G7 9E 32 36 36 16 
@809:32 G0 GO GB GB AD BS BD 70 
@811:50 G3 A9 16 8D 51 G3 AD Al 
9819:00 8D 3C G3 8D 3D 93 Ad SS 
@821:06 8D 63 G3 AD GB DC 29 B4 
0829:10 FG £9 AD G1 DC 29 19 75 
0831:P0 F2 20 8E G8 A9 GG BD D7 
@839:3C 63 8D 3D G3 26 F3 GA 38 
9841:20 75 GA 20 C5 69 26 SC FO 





@851:41 63 C9 G2 DB 18 AD 3C 9A 
0859:03 CD 3D G3 DO 10 AD 3E 96 
9861:03 DG GB AD 3F G3 DO 6 11 
@869:26 B6 15 4C 3B G8 AD 40 4C 
6871:03 CD 3C G3 FO AE CD 3D 49 
0879:03 FG A9 AD 3B G3 DO BD BA 
@881:AD 3F 03 DG BB AD 41 G3 AT 
@889:FG B3 4C 25 G8 A2 BO BE 34 
@891:20 DO BE 21 DG BE 15 DO 8S 
@899:BD G2 16 20 D2 FF E8 EG 17 
@8A1:A2 DG F5 A9 GB 85 G2 AD 58 
@8A9:3C G3 4A 4A 4A 4A 69 30 44 
@8B1:8D A7 65 AD 3C 63 29 GF 3D 
G8B9:09 36 8D AB G5 AD 3D 03 F2 
@8C1:4A 4A 4A 4A G9 30 8D BO AC 
G8C9:05 AD 3D G3 29 GF 09 30 67 
68D1:8D Bl @5 AD 50 63 4A 4A FD 
G8D9:4A 4A G9 30 8D DC B4 AD SB 
@8E1:54 03 29 GF G9 30 BD DD F2 
08E9:04 AD 51 G3 4A 4A 4A 4A IC 
G8F1:09 36 8D 2F G5 AD 51 G3 BB 
G8F9:29 OF G9 30 8D 30 B5 26 DD 
G901:A9 09 AD GO DC 29 IF 49 F2 
G909:1F 85 FB AD 61 DC 29 1F 53 





6919:29 04 FO 14 78 F8 38 BD FS 
@921:58 03 E9 G1 9D 50 03 DB 76 
9929:58 DO 65 AY G1 9D 5H G3 FB 
@931:A5 FB 29 G8 F@ 14 78 FB 7C 
9939218 





6949:50 03 AS FB 29 63 FO 24 14 
G951:A5 G2 49 G1 85 62 A2 GO 69 
@959:BD D7 O64 49 80 9D D7 G4 83 
0961:E8 EG G4 DG F3 A2 BO BD 95 
0969:27 85 49 8G 9D 27 G5 EB FD 
G971:E0 05 DO F3 A5 FB 29 10 GE 
G979:DG 03 4C D4 68 AG G2 DG 3B 
@981:1B A9 G2 8D 41 G3 AD 99 AT 
@989:8D 40 G3 A9 GG 8D 3F G3 25 
@991:AD 50 G3 8D 3E 63 AD 3C 55 
0999:8D 52 63 60 AI GO BD 41 17 






G9B1:D0 
G9B9:60 A2 80 AG GO BB DB FD 80 
@9C1:CA DG FA 60 AD 41 03 FO 3C 
9C9:05 AX 62 BD 41 G3 AD OB S56 
G9D1:8D 42 63 8D 43 63 8D 55 OB 
99D9:03 8D 56 G3 A9 GE 8D 44 B4 
@9E1:03 8D 45 G3 8D 46 G3 8D CA 
09E9:47 63 8D 48 G3 8D 49 G3 7A 
G9P1:8D 57 63 8D 4A G3 8D 4B 9E 
G9F9:03 A9 GO 8D 4E G3 8D 4F BO 
GAG1:03 8D 58 G3 8D 59 G3 8D 9A 
GA09:53 






GA19:4D 
GA21:65 03 8E 5B G3 8E 62 03 4A 
GA29:E8 8E 66 G3 8E 61 G3 AY 3B 
8A31:64 8D 5C G3 8D 5D G3 BD DB 
GA39:5E 03 8D SF G3 8D 67 03 O5 
GA41:A9 G6 BD 66 G3 A2 GO BA FO 
GA49:9D 06 D4 E8 EG 18 DO FB 57 





GAG1:FA 
GA69:D4 
GA71:8D 
GA79:17 
GA81:06 
9A89:BD 
GA9L:E5 
@A99:8D 
GAA1:DB 
@AA9: 8D 
GAB1:06 
GABO: 2A 
GACLIA2 
GAC9: 26 
GAD1:2D 
GAD9: 00 
GAE1:16 





GAF9:00 
OBG1:E0 
@BG9: 22 
OB11:16 
OB19:ES 
OB21L:FE 
OB29:FF 
9B31:01 
@B39:BD 
@B41:6F 
6B49:18 





GBS9:E8 
GB61:E2 
6B69:07 
9B71:0B 
OB79:85 
OBBL:A9 
OBBIZAG 
@B91:A6 
0B99:96 
@BAL:91 
@BA9:18 
OBB1L:FD 
@BB9:DC 
OBC1:C7 
@BC9: 8D 
@OBD1L:A9 
OBD9: OF 
OBEL: 42 
OBE9:D0 
OBF1:1B 
@BF9:1C 
OCO1:06 


3 
2 
D 
9 
@ 
iS 
9. 
9 
F 
D 
9 
A 
4 
D 
A 
D 
4 
CJ 
8 
D 
ul. 





GCE9: 26 
@D01:8D 
@D69:B4 
@D11:39 
6D19:AD 
OD21:F8 
@D29: 3D 
0D31:00 
0D39:D8 
@pD41:aD 
GD49:D8 
@D51:25 
6059: 62 





OD99:F9 
@DAL:DB 
@DA9: 42 
@pB1:18 
ODB9:E0 
@DC1:63 
@pc9z1L 
@DD1:85 
@DD9:9E 
ODEL:AE 
GDE9:A9 
ODF1:D0 
GDE9:A6 
GEO1:71 
9E09:69 
G£11:61 
GE19:FO 
@E21:AD 





GE31:D8 
GE39:D8 
GE41:00 
GE49:04 
9£51:08 
GE59:D0 
GE61:04 
GE69:10 
OB71:04 
GE79303 
6£81:03 
GE89:03 
GE91L:AC 
GE99:D0 
GEAL: D0 
GEAI: 05 





@ED9:C6 
GEEL:FG 
OEE9:C6 
OEF 1:29 
BEF9:D0 
OFOL:A5 
GFO9:29 
OF11:E6 
@F19:85 
OF21:85 
GE29:A9 
OF31:85 
GF39:A9 
OP41:85 
OF49:03 
@F51:9D 
GF59:B9 
OF61:03 
GF69:0C 
GF71:0C 
GF79:03 
GF81:E7 





OF91:6D 
GF99:02 


OFAL: 00 
OFA9:AC 
OFB1:09 
OFB9:88 
OFCL:EG 
OFC9:CE 
@FD1:CcD 
GFD9:CD 
GFEL:A9 
OFE9:07 
OFF1:09 
OFE9: 03 








1669:00 
1011:D8 
1019:D0 
1021:02 
1029:10 






1039:AD 
1041:37 
1049:D0 
1051:A9 
1059:04 





1069:AD 
1071352 
107933C 
1081:3F 
1089:0D 
1691:63 
1099:AD 
10A1:D6 
10A9:31 
10B1:A9 
1089: 5B 
10C1:BD 
10C9:85 
10p1:c8 
16D9:02 
10£1:01 
10E9:85 
1OF1:E9 
1GF9:EO 
1101:FC 
1109318 
111L1:FC 
1119:00 
1121:aD 
1129:18 
1131:8C 
1139:3¢ 
1141:03 
1149:63 
1151:2E 
1159:A2 
1161:D0 
1169:4C 
1171329 
1179:D0 
1181:5¢ 
1189:5D 
1191:29 
1199:D8 
11A1:10 
LLA9:4C 
11B1:FF 
11B9:8D 
11c1:D8 
11¢9:16 
11D1:0D 
11D9:D8 
11B1:62 
11B£9:@D 
11F1:63 
11F9:B0 
1201:90 
1209:03 
1211:c@ 
1219:16 
1221:00 
1229:29 
1231210 
1239300 
1241329 
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1249:0D DO C@ 81 DG 22 AD 18 D2 
1251:D08 






1261:860 
1269:03 29 GC G9 G2 8D 63 G3 7B 
1271:AC @D DG CO AE DG 22 AD FE 
1279:16 DG 29 41 DG GA AE OO 1F 
1281:D0 





1291:63 

1299:03 68 CD 63 63 F@ 89 A2 DI 
12A1:81 8E 04 D4 CA BE 04 D4 65 
12A9:60 A9 GO 85 G2 AD 62 03 4F 
12B1:D0 3C AD 02 D@ 85 FB AD 65 
12B9:03 DG 85 FC AD 10 DO 29 BC 
12C1:62 85 FD 20 34 13 A5 FE 42 
12C9:FG G6 AS G2 G9 G2 85 G2 1A 
12D1:AD 64 D@ 85 FB AD @5 DO BL 
12D9:85 FC AD 10 D@ 29 G4 85 6F 
12E1:FD 26 34 13 AS FE FO 06 DS 
1269:A5 02 69 G4 85 G2 AD 06 58 
12F1:D0 85 FB AD 07 D@ 85 FC BD 
12F9:AD 16 DG 29 G8 85 FD 20 18 
1361:34 13 A5 FE FG G6 AS 62 97 
1309:09 08 85 62 AD 68 DB 85 3B 
1311:FB AD 69 D@ 85 FC AD 10 SA 
1319:D0 





1329:85 

1331:85 62 60 A9 OB 85 PE AS FA 
1339:FC CD GD D@ 98 87 38 ED FE 
1341:6D DG 4c 4c 13 38 AD OD 52 
1349:D0 E5 FC C9 G9 BO 4A AS D2 
1351:FD DG 69 AD 16 DG 29 40 EC 
1359:FG 23 DG 67 AD 16 DA 29 C3 
1361:40 D@ 1A AS FD FO OB 38 7B 
1369:A5 FB ED @C D@ BG 2A 4c C9 
1371:92 13 38 AD @C DO ES FB F2 
1379:B@ 1lF 4C 92 13 AS FB CD 67 
1381:0C DO 90 G7 38 ED GC DB C6 
1389:4C 92 13 38 AD GC DO E5 85 
1391:FB C9 G6 BG G4 AO G1 85 42 
1399:FE 66 20 AA 12 AS G2 29 SA 
13A1:18 F@ 3D A2 81 8E G4 D4 85 
13A9:CA 8E 64 D4 AD BO 8D 62 71 
13B1:03 8D 5B G3 A2 60 AG G1 AF 
13B9:CC 53 63 DO G3 BE 53 03 B84 
13C1:CC 54 63 DO G3 BE 54 03 CE 
13C9:AD 63 03 29 03 AA AS G2 A2 
13D1:29 68 DO G5 8A B9 O4 DG 4A 
13D9:G3 8A 89 G8 8D 63 G3 60 26 
13E1:AD 5B 03 FO G1 60 A2 00 F3 
13E9:A5 G2 29 62 F@ G1 E8 AS AB 
13F1:62 29 04 FG G2 A2 G2 BE 26 
13F9:5B 63 66 A2 BO AG BG AD F4 
1401:06 DC 29 10 49 18 CD 64 11 
1499:63 FO 64 EB 8D 64 G3 AD AE 
1411:61 DC 29 14 49 10 CD 65 A2 
1419:63 FG 04 C8 8D 65 03 BE A2 





1449:63 DO G1 60 AX G1 9D 53 20 
1451:03 CE 66 83 AD 66 03 FO AD 
1459:61 60 A9 GE 8D 66 G3 BD F9 
1461:64 03 FO 2C 38 AD SD G3 93 
1469:E9 @1 8D 5D 3 AC G1 DG EB 
1471:C@ 81 98 64 CB AE 98 10 9E 
1479:AD 5D 63 29 G1 FG G9 38 DB 
1481:AD 5P @3 £9 G1 8D SF G3 57 
1489:AD 5D 63 C9 G2 FO G1 60 13 
1491:A6 81 AD 5D 63 C9 G5 90 CF 
1499:02 A@ G1 BC 62 63 AD BO 46 
14A1:8D 5B 03 9D 53 63 BC 59 1B 
1409:03 





14B9:A9 

14C1:63 C9 G8 90 GC AD 53 G3 AB 
1409:C9 G2 DB G5 AY GB BD 53 7D 
14D1:63 AD 43 G3 C9 68 9d BC 1B 
14D9:AD 54 83 C9 62 DO GS AD FL 
14E1:00 8D 54 G3 60 AD G3 DG BB 
14E9:CD G5 DG 90 G6 38 ED G5 4F 
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SHS SSS SSSUNSS SOAS SOU SENSES TS CSSOPUONTOMU OC SUO CO AOU SU OFrUeavesorTuUraeanaar 





1A41:90 
1A49:3c 
1A51:00 
1A59:66 
1A61: 00 
1A69: 66 
1A71:00 
1A79: 66 
1A81:00 
1A89; 5B 
1A91: 00 
1A99:60 


1AA1:00 





1AB1:08 
1AB9: 00 
1AC1:00 
1AC9:E5 
1AD1:00 






1AE1:00 
1LAE9: 89 
LAFL:F2 
LAF9:F8 


Backdrops 


Article on page 16. 
FH 10 REM COPYRIGHT 1989 COMPU 





EM 


BB 
RG 


HC 
Dx 


QK 
ile} 


xc 


MB 


sp 


30 


40 
50 


60 
70 


80 
9 


PUBLICATIONS, INC. - 
RIGHTS RESERVED 
PRINT" {CLR}":GOSUB 
¥S49152:REM INSTAL 
L BACKDROPS AND TURN ON 
SYS49185:GOSUB1130: PRINT 
"(CLR}{8 DOWN) (BLK) ":X=1 
:GOSUB9G: PRINT" (HOME } 

{6 DOWN} {YEL)" 
X=0:GOSUB90:GOSUB2106 
SYS49185:GOSUB1240: PRINT 
"{CLR}{8 DOWN) {BLU} ":X=1 
:GOSUB9G: PRINT" (HOME) 

{6 DOWN) {CYN)" 
X=0:GOSUB90:GOSUB210 
SYS49185:GOSUB1290: PRINT 
"(CLR} {8 DOWN) (BLK}":X=1 
:GOSUB9G: PRINT" (HOME } 

{6 DOWN) (YEL}" 
X=G:GOSUB9@:GOSUB216:GOT 
030 

PRINTTAB(X) "{RVS} 

{7 SPACES} {OFF}{2 RIGHT) 
{RvS}{5 SPACES} (OFF) 

{2 RIGHT} (RVS}{7 SPACES) 
{OFF} {2 RIGHT} (RVS} 

{2 SPACES} {OFF}{6 RIGHT) 
{RVS}{5 SPACES} (OFF)" 





106 ERENATAB (A) EARS) 


7 SPACES} {OFF} 
RIGHT} {RVS} 
SPACES} (OFF) 
RIGHT} {RVS) 
SPACES} {OFF} 
RIGHT) (RVS} 
SPACES} {OFF} 
RIGHT) {RVS} 
SPACES} {OFF}" 


110 PRINTTAB(X)"{2 RIGHT} 


{RVS}{3 SPACES} {OFF} 
{5 RIGHT} (RVS} 
SPACES} {OFF} 

5 RIGHT} {RVS} 

3 SPACES} (OFF) 

4 RIGHT} {RVS} 

2 SPACES} (OFF) 
RIGHT} {RVS} 
SPACES} {OFF}" 


120 PRINTTAB(X)"{2 RIGHT} 


{RVS}{3 SPACES} {OFF} 
{5 RIGHT} {RVs} 
{3 spaces} {Orr} 
{5 RIGHT) (RVS} 


MM 


sD 


GK 


BG 


DK 


BR 
JE 
MC 
BB 


cD 
oH 


BQ 
cK 
HR 


BH 


BM 


Qc 


HM 


SE 


138 


146 


156 


166 


176 


180 
196 
208 
2108 
226 
1860 
1610 
1620 
1036 


1640 


10656 


1068 


1070 


1080 


SPACES} {OFF} 
RIGHT} {RVS} 
SPACES} {OFF} 
RIGHT} {RVS} 

{4 SPACES} {OFF}" 
PRINTPAB(X)"{2_ RIGHT) 
{RVS} (3 SPACES} {OFF} 
RIGHT} {RVS} 
SPACES} {OFF} 
RIGHT }{RVS} 
SPACES} {OFF} 
RIGHT} {RVS} 
SPACES} {OFF} 
RIGHT} {RVS} 
SPACES} {OFF)" 


PRINTTAB(X)"{2_ RIGHT} 

{RVS}{3 SPACES} {OFF} 

{5 RIGHT) {RVS)} 

SPACES) {OFF} 

RIGHT} {RVS} 

SPACES) (OFF} 

RIGHT} {RVS} 

SPACES} {OFF} 

RIGHT) (RVS} 

{2 SPACES} (OFF}" 

PRINTTAB(X)"{2 RIGHT} 

(avelta SPACES} {OFF} 

RIGHT} (RVS) 

SPACES} {OFF} 

RIGHT) {RVS} 

SPACES} {OFF} 

RIGHT) {RVS} 

SPACES} {OFF} 

RIGHT} {RVS} 

SPACES} (OFF}" 

PRINTTAB(X) "(2 RIGHT} 

{RVS}(3 SPACES} (OFF) 

{4 RIGHT} {RVS} 

SPACES} {OFF} 

4 RIGHT) {RVS) 

3 SPACES} {OFF} 

4 RIGHT) {RVS} 

6 SPACES} (OFF) 

2 RIGHT) (RVS) 

SPACES} (OFF}" 

PRINT" {HOME} "TAB (13)" 

{WHT COPYRIGHT 1989":PR 

INTTAB(7) "COMPUTE! PUBL 

ICATIONS, INC." 

PRINTTAB(11)"ALL RIGHTS 
RESERVED" 

PRINT" (26 DOWN} "TAB(7)" 

HIT A KEY TO CONTINUE D 

EMO {HOME }" 

RETURN 

SYS49185+POKE198,0:WAIT 

198, 1:GETAS 

RETURN 

REM BACKDROPS ML 
FORU=491527049272:READ 
Q: POKEU, Q:CK=CK+Q: NEXT 
IECK<>14738THENPRINT"E 
RROR IN DATA": END 
FORT =50000T050060+2545 
TEP2:POKET ,@:NEXT 
DATAL20,169,127,141,13 
7226,169,1,141, 26,208, 
169,46,141,18,208,169, 
27 
DATA141,17,208,169,81, 
141, 26,3,169,192,141,2 
1,3,88,96,173,18,208 
DATA2@1, 38, 208,249,173 
117, 208,73,16,141,17,2 
8,96,120,169,49,141,2 


DATA3,169,234,141,21,3 
169,246,141, 26, 208,16 
9,129,141,13,220,173,1 
20 

DATA195,141, 32,208, 141 
33,208,88,96,169,1,14 


DH 


1096 


1100 


1116 
1126 
11368 


1148 
1156 


1166 
1176 
1186 
1190 
1200 
1216 
1226 
1236 
1246 


1256 
1266 
12768 
1280 
1296 
1300 
1310 
1320 
1336 
1346 


1356 
1366 


1,25,268,174,18,208, 22 
4 


DATAG,24G,26,189,86,19 
5,141,33,208,141,32,20 
8,232,232,142,18,208,1 
04 
DATA168,104,170,104,64 
1169,40,141,18, 208,76, 
49,234 

RETURN 

REM LASER BACKDROP 
FORT=50000T050600+254S 
TEP2:POKET,@:NEXT 

FORT =50000+40TOSGGG0+4 
0+214STEP2 

FORD=0TO7: POKET,6:T=T+ 
2:NEXT 

POKET,14:T=T+2 








POKET ,3:T=T+2 
POKET,1:T=T+2 
POKET ,3:T=T+2 
POKET,14 
NEXT 

RETURN 


REM LINE BACKDROP 
X=G:FORT=56000T050000+ 
254STEP2:POKET ,@:NEXT 
FORT #=50000+40T050000+4 
O+214STEP2 
POKET, 5: T=T+X:X=X+2:NE 
XT 

RETURN 

REM PLANK BACKDROP 
PORT=50000T05600042548 
TEP2:POKET , 6: NEXT 
FORT=50000+467T050000+4 
O+2148TEP2 
PORD=0T04: POKET, Ll: 
+2:NEXT 
POKET , O:T=T+2 
POKET,12:T=T+2 
POKET,15 

NEXT 

RETURN 





Triple Search 


Article on page 28. 
SE 16 REM COPYRIGHT 1989 COMPU 


cs 


JJ 


MR 


ss 


QP 


RK 


RS 


AD 
MM 
PE 
KK 


AL 


TR! 
ag 
DATA169,160,133,252,169, 


20 


PUBLICATIONS INC., A 
RIGHTS RESERVED 


222,133,254,169,0,133,25 


l, 
DATA251,145,251,177,253, 


133,253,160,0,177 


145,253,136,208,245,230, 
252,230,254,208,237,96 


FORT=49152T049185:READA: 


POKET ,A:NEXT 


$YS49152:POKE59639,7:POK 


£1, PEEK (1) AND253 


POKES3280,11:POKE53281,0 


+POKE646,3:PRINT"{CLR}"T 
AB(9)"N€20 YPM" 


PRINTTAB (6) "#****O416 Y} 


Daw AAMT 


PRINTTAB (3) "#*R#AHEREGD 


{2 SPACES}TRIPLESEARCH 
(2 SPACES} {Mp raw err 


90 


PRINTTAB(6)"*****L{16 P} 


Qranenn 
100 PRINTTAB(9)"M{26 P}N" 
110 PRINT" (DOWN) "TAB (3) “CoP 


YRIGHT 1989 COMPUTE! 
BL., 


PU 
INC." 


120 PRINTTAB(11)"ALL RIGHTS 


RESERVED" 


130 PRINT"({2 DOWN}WHAT KIND 


OF SEARCH DO YOU WISH 


(SPACE}T0(6 SPACES}CREA 
TE?" 
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KX 


MK 
XI 
ss 


FE 
GK 


RQ 


BB 


KK 


JH 


XX 


PK 


140 


156 
160 


178 


186 
196 


206 
210 


226 


230 
2468 


258 
266 


270 


280 
290 


306 
318 


326 


330 
340 


356 
368 


376 


386 
396 


400 
410 


420 
430 
440 
450 
460 


476 


480 


PRINT" {DOWN}1) WORD-SEA 
RCH":PRINT"2) NUMBER-SE 
ARCH":PRINT"3) PICTOGRA 
M-SEARCH" 

PRINT" {DOWN }CHOICE: 
GETK$: IFKS<"1"ORKS>" 
HEN160 

PRINTKS" (HOME) {2 DOWN}" 
TAB(12)"{16 SPACES}":C= 
VAL (KS) 
IEC=1THENK1$="WORD-SEAR 
CH" :K2S="WORDS" 
IEC=2THENK1S$="NUMBER-SE 
ARCH" :K2S="NUMBERS" 
IEC=3THENK1$="PICTOGRAM 
~SEARCH" : K2$="PICTOGRAM 
s" 

PRINT" {HOME} (2 DOWN}"TA 
B(20-LEN (K1$) /2) K1$" 
{15 Down)" 
WD=80:LN=66:PRINT" 
{DOWN}HOW LARGE IS YOUR 
PUZZLE (16 -"INT (WD/2) 
"{LEFT))";: INPUTS 
IFS<1G0RS>INT (WD/2) THEN 
220 

PRINT" {DOWN}HOW MANY "K 
25" WOULD YOU LIKE TO": 
INPUT"ENTER" ; NW: IENW>2* 
STHEN246 

DIMLS (NW) : TEC=1THEN290 
PRINT" {DOWN}WOULD YOU L 
IKE ME TO GENERATE YOUR 
{6 SPACES}"K2$" RANDOML 
NORE, 

GETK$: IFK$<>"¥"ANDKS<>" 
N"THEN276 

PRINTKS: IFKS="Y"THEN3 40 
PRINT" {DOWNJENTER YOUR 
{SPACE}"K2$" ONE AT A T 
IME.":PRINT"THEY MUST B 
E LESS THAN"S; 
PRINT"CHARACTERS": PRINT 
"LONG." 

FORZ=1TONW: POKE631,157: 
POKE632,157:POKE633, 32: 
POKE634,34:POKE198,4 
PRINTZ;? INPUTLS (2) :L=LE 
N(L$(Z)) :1PL>=STHEN31@ 
NEXTZ:GOT0400 

PRINT" {DOWN}HOW MANY CH 
ARACTERS DO YOU WANT IN 
EACH "K2S"({LEET} (1 -" 
S-1"(LEFT)) "72 INPUTL 
TFL<1ORL>=STHEN340 
PRINT" {DOWN} MAKING LIST 
+ PLEASE WAIT..." 
IFC=2THENDD=16:D=48 
IFC=3THENDD=63:D=192 
FORI=1TONW:FORX=1T0L:L$ 
(1) =L$ (1) +CHRS (INT (DD*R 
ND(1))+D) :NEXTX,I 
PRINT" {DOWN}WOULD YOU L 
IKE THE "K2$" PRINTED": 
PRINT"BELOW THE PUZZLE? 
GETK$: IFKS<>"Y"ANDKS<>" 
N"THEN416 
PRINTKS: IFK 




























2: 
PRINT" {DOWN}WOULD YOU L 
IKE THEM TO BE SORTED? 





N"THEN440 

PRINTKS: IFKS="Y"THENA=1 
PRINT"{2 DOWN}HOW DO YO 
U WANT YOUR "K2S:PRINT" 
PLACED IN THE PUZZLE?" 
PRINT" {DOWN}1) VERTICAL 


LY":PRINT"2) HORIZONTAL 
by" 
PRINT"3) DIAGONALLY": PR 
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BH 


DB 


AM 
PK 
PD 


FE 


BE 
QH 


KG 


490 


500 
518 
526 
538 
546 


558 
560 


576 
588 


598 


600 
610 
620 
630 


64 


650 
660 
678 
680 
690 


7068 
716 


720 
738 


748 
758 
768 
776 
786 


798 
800 


8108 
820 


8368 
846 
850 


860 


876 
880 


8968 


INT"4) HORIZONTALLY & V 
ERTICALLY" 

PRINT"5) ALL DIRECTIONS 
PRINT" {DOWN} YOUR CHOI 
CBI"; 

GETKS$: IFKS<"1L"ORKS>"5"T 
HENSOO 
PRINTKS$:D=VAL (K$) : IED=1 
THENDD=2:GOTOS60 
IFD=2THENDD=2 








GOTOS 
60 
IFD=3THENDD=4:D=5:GOTOS 
66 





IFD=4THENDD= GoTos 
60 

DD=8:D=1 
PRINT"{DOWN}ENTER THE T 
ITLE FOR YOUR PUZZLE":P 
OKE631,34:POKE198,1: INP 
UTTLS 

IFLEN (TLS) >WOTHENS60 
PRINT" {DOWN}ENTER THE M 
ESSAGE TO PRINT BELOW T 
HE{4 SPACES}PUZZLE." 
POKE631, 34: POKE198,1:1N 
PUTMS: IFLEN (MS) >WOTHENS 
80 
DIMWES(S,S):PRINT"PLEAS 
E WAIT... 
GP=INT (GP/2) : IEGP=OTHEN 
670 

F=0 

FORM=1T0 (NW-GP) : IFLEN(L 
$(M) ) >=LEN (L$ (M+GP) ) THE 
N65 

SWS=L$ (M) : LS (M) =LS$ (M+GP 
) :L$ (M+GP) =SWS:P=1 
NEXTM: IFETHEN620 
GoT0610 

PRINT"(2 DOWN}PLACING: 
{DowN}" 

FORI=1TONW: PRINTLS (I) :P 
L=INT (DD*RND (1))+D 
IFPL=1THENO2=-1:GOSUB79 
) 














IEPL=2THENO2=1:GOSUB790 
IFPL=3THENO1=-1:GOSUB85 
6 
IEPL=4THENO1=1:GOSUB85O 
IEPL=5THENO1=-1ANDO2=-1 
:GOSUB916 
IFPL=6THENO1=1ANDO2=1:G 
osuB910 
IEPL=7THENO1=1AND02=-1: 
GosuB916 
IFPL=8THENO1=-1ANDO2=1: 
GosuB916 

IFI=NWTHEN98G 

NEXTI 

L=LEN(LS(I)) 

PL=INT (S*RND(1))+1:P2=1 
NT (S*RND(1))+1:1FP2+L*0 
2<GORP2+L*02>STHENBOG 
FORX=OTOL-1 
TS=MIDS$ (LS(I) ,X+1,1):1F 
WES (P1,P2+X*O2) <>""ANDT 
S<>WES (P1, P2+X*O2) THENS 
0a 

NEXTX:FORX=GTOL-1: 1EMID 
$(L$ (I) ,X+1,1)=" "THENN 
EXTX 

WES (P1,P2+X*02) =MIDS (LS 
(1) ,X+1,1) :NEXTX: RETURN 
L=LEN (LS (I) ) 

P1=INT (S*RND(1))+1:P2=1 
NT (S*RND(1))+1:1EP1+L*0 
1<GORP1+L*01>STHEN860 
FORX=@TOL-1 
TS=MIDS (L$ (I) ,X+1,1) :1F 
WES (P1+X*O1, P2) <>""ANDT 
S$<>WES (P1+X*01,P2) THENS 
60 








NEXTX: FORX=G@TOL-1: IFMID 


QK 


GE 
KX 
cA 


QH 


PX 


Jc 


AG 


JG 


$(LS(I) ,X+1,1)=" "THENN 
EXTX 
WES (P1+X*01, P2) =MID$ (LS 
(1) ,X+1,1) :NEXTX: RETURN 
L=LEN(L$(I)) 
P1=INT(S*RND(1)) +1: P2=1 
NT (S*RND(1)) +1 
IFP1+L*01<GORP1+L*01>S0 
RP2+L*02<GORP2+L*02>STH 
EN920 
FORX=@TOL~1:TS$=MID$ (L$ ( 
I) ,X+1,1) 
IEWES (P1+X*01, P2+X*02) < 
>""ANDTS<>WES (P1+X*01,P 
2+X*02) THEN920 
NEXTX:FORX=6TOL~ 
$(LS (I) ,X+1,1)= 
EXTX 
WES (P1+X*01,P2+X*02) =MI 
DS(L$(I) ,X+1,1) :NEXTX:R 
ETURN 
PRINT" {DOWN} PRINTING TH 
E ANSWER KEY...":0PENL, 
4:TASINT ((WD-2*S) /2) 
PRINT#1,SPC (INT ( (WD-LEN 
(TLS$)-2)/2))TLS" KEY"CH 
RS (13) 
1008 FORP2=1T0S:PRINT#1,SPC 
(TA) ; :PORP1=17T0S 
1010 IFWES(P1,P2)=""THENPRI 
NT#1,"*";CHRS (32) 7 :GOT 
01036 
PRINT#1,WES (P1,P2) ;CHR 
$(32); 
NEXTP1: PRINT #1:NEXTP2 
FORX=1TOLN~S:PRINT#1:N 
EXT:IFAC>1THEN1120 
PRINT" (DOWN}SORTING. P 
LEASE WAIT...":GP=NW 
FGP=GTHE 


960 


910 
920 


930 


940 


950 


966 





9768 


9868 





998 


1620 


1030 
1048 


1650 






1666 


1076 
1086 FORM=1T0 (NW-GP) :IFLS(M 
) <=L$ (M+GP) THEN1160 
SWS$=LS (M) L$ (M) =L$ (M+G 
P) L$ (M+GP) =SWS3F=1 
NEXTM: IFETHEN1O70 
GOTO1068 

PRINT" {DOWN}PRINTING Y 
ouR "Kis"..." 
IFC=1THENDD=26:D=65 
IFC=2THENDD=10:D=48 
IFC=3THENDD=63:D=192 
PRINT#1,SPC (INT ((WD-LE 
N(TLS)) /2)) TLSCHRS (13) 
FORP2=1T0S: PRINT #1,SPC 
(TA) ; :FORP1=1T08 

IEWES (P1,P2)=""THENPRI 
NT#1,CHRS (INT (DD*RND (1 
)) +D) CHRS (32) ; :GoTO120 
6 


1096 


1166 
1116 
1126 


1138 
1148 
1156 
1166 


1170 
1186 


PRINT#1,WFS (P1,P2)CHRS 
(32)5 
NEXTP1: PRINT #1:NEXTP2 
PRINT#1,CHRS (13) SPC (IN 
T ( (WD-LEN (M$) ) /2) ) MSCH 
RS (13) : IFLY<>1THEN1266 
x=0 
X=X+1:PRINT#1,SPC (INT ( 
TA/2)) LS (X) SPC (INT (WD/ 
2) -LEN (L$ (X)) +INT (TA/2 


1198 
1260 
1216 


1226 
1230 





Ye 
IEX=NWTHENPRINT#1:GOTO 
1268 
X=X+1:PRINT#1, LS (X) :1F 
X<>NWTHEN1230 

CLOSE1: PRINT" {DOWN}CRE 
ATE ANOTHER PUZZLE? "; 
GETKS: IFKS<>"Y"ANDKS<> 
“"N"THENL276 

1280 IFKS="Y"THENRUN 

1296 PRINT" (CLR)":END 


1248 
12568 
1266 


1276 





Barres 


BACK ISSUES 


Note: Only selected titles are 
listed in contents for each 
issue 


1986 

February—Lexitron, Snapshot, 128 Memory 
Map, Disk Editor, Custom Labels 
April—Turbo Copy, CP/M on the 128, Direc- 
tory Filer, 128 Windows, Input Windows 
June—Solarpix, Quick Key, Fontmaker, Help 
Screens, 64 AutoBoot Maker 

July—Saloon Shootout, Budget Planner, 
Math Worksheet, Sound Designer 128, CP/M 
Public Domain Software 
September—Uitrafont +, Video Jigsaw, 
Window Wizard, Fast File Copier, 80-Column 
Character Editor, DOS Window 
October—PigS for BuckS, Ringside Karate, 
Menu System, 128 Sound & Music (Pt. 1) 
November—Fill-64, 128 Keywords, 1526 
Underliner, Turbo Format, 128 Sound & 
Music (Pt. 2) 


1987 

January—Keyword Construction Set, One- 
Touch Function Key, GEOS Icon Changer, 
CP/M: Surviving with 40 Columns 
February—Collision Course, Division 
Worksheet, MetaBASIC 64, MetaBASIC 128, 
128 DOS Wedge, 128 Sound & Music (Pt. 4) 
March—Ringside Boxing, Color Craft, 128 
RAM Expansion, CP/M RAM Expansion, 
Sprite Manager 

Aprll—Omicron, Music Improvisor, Print 
Shop to GEOS, TurboSave 128, TurboSave 
64, Countdown Timer 

May— SpeedScript 3.0, Powerball, Cassette 
Sleeve Maker, No-SYS Loader, Fast Boot, 
Gameports 

June—Bingo, Fraction Practice, Free-Form 
Filer, Disk Vacuum, Hi-Res Graphics on the 
128 

July—Basketball Sam & Ed, Calendar 
Maker, Crash Prevention, 128 Graph De- 
signer, GEOS File Storage, Text Framer 
August—Bounty Hunter, Sprite Magic, Sprite 
Stamp, 80-Column Sector Editor (128), 
Relative Files 

September—Sub Attack, Exercise Pacer, 
Screen Maker, Impossible Scroll, Video Slide 
Show, 80-Column Magic 





October—SpeedScript 128, Chopper Pilot, 
Stars: A Simulation of the Heavens, Directory 
Magic, Font Printer, Animator 64 
November—Litterbug, Sketch Pad, Poster 
Printer, Renumber 64, Accessing the 128's 
80-Column Screen 

December—Crossroads, Snake Pit, Word 
Find, Animal Match, Disk Rapid Transit, 
PrintScreen, GeoTrash Restorer 


1988 

January—How to Buy a Modem, Buyer's 
Guide to Modems, Needlework Graphics Edi- 
tor, Tile Paint, Sound Manager 
February—Buyer's Guide to Graphics Pro- 
grams, Easy Load, Turbo SpeedScript, Fast 
64 Mode for the 128 

March—CP/M Software for the 128 (Pt. 1), 
XPressCard 128, ML Cloner, Big Screen, 
Color Lister 

April—CP/M Software for the 128 (Pt. 2), 
3-D Speedway, SpeedFile 64, Ramdisk 128, 
Mirrors 

May—Networking the 64, Guide to User 
Groups (Pt. 1), Treasure Diver, MOBMaker, 
128 Math Graphics, 1541 Speed & Alignment 
Tester 

June—Buyer's Guide to Printers, Guide to 
User Groups (Pt. 2), Arcade Volleyball, 
Excelfont-80 (128), Graphics Wedge 
July—Hard Disk Drives for the 64/128, Civil 
War on Disk, Quick Save, Error Analyzer, 
SYS Stamper 

August—MIDI Made Simple, Buyer's Guide 
to Music Software, Cribbage (128), 128 Shell 
Booter, 3-D Sprites, Zoom 


September—Write All About It! (desktop 
publishing), Pattern Fill, Multicolor Graphics 
Dump, SpeedCheck 128, Disk Package, 
MultiSort 128 

October—Commodore Goes Back to School, 
Buyer's Guide to Preschool Software, Scor- 
pion Il, 64 Compressor, SpeedPrint, Speed 
Columns, 128 Text Sorter 
November—GEOS 2.0: A Major Upgrade, 
Buyer's Guide to Word Processors and Spell- 
ing Checkers, Rally Racer, Block Out (128), 
Sprite Killer, Notepad 64, Font Grabber 
(GEOS) 

December—88's Best Games, Ringside 
LXIV!, Crossroads HI, Digi-Sound, Dynamic 
Windows, Quick! (1541 speedup), 1526 
PrintScreen, Key Lock 





1989 

January—Guided Tour of Major Online Ser- 
vices, How to Get Published, Disc Blitz, 
Jewel Grab, 128 Animator, Smooth-Scrolling 
Windows, Handy Filer, Smart Disassembler 
February—Around the World with Com- 
modore, Buyer's Guide to Personal Publish- 
ing Software, Tank Ambush, Gridloc (128), 
The Great Arcade Machine, 1581 Alphabet- 
izer, Sound Wedge 

March—Dream to Reality: Simulation De- 
signers Speak Out, Buyer's Guide to Sports 
Games and Simulations, The Anglers, Bac- 
teria (128), Planebender, Bitmap Buster, 
Monthly Calendar, MultiView 
April—Designing Your Own Programs, Buy- 
er's Guide to Programming Aids, Science Fic- 
tion on Disk, Space Worms, BASIC 10, File 
Saver (GEOS), Super Accelerator (128), 
Comparator 

May—Care and Feeding of Dot-Matrix Print- 
ers, Fantasy on Disk, Guide to User Groups 
(Pt. 1), Knock 31, Hi-Res Windows, RAM 
Wedge 128, Super Slideshow, Quick Print, 
Close-up: GEOS 128 2.0 

June—Best Arcade Sports Games, Guide to 
User Groups (Pt. 2), Match Mania, Jericho 
Il, Hi-Res 80 (128), SpeedCount, Macro- 
BASIC (64/128), Grafix Converter, GEOS 
Help Pad 

July—Speakers, Stereo, and MIDI Solutions; 
Mine Sweeper, Monster Bar-B-Q (128), Math 
Magic, CHRS Graphics, Financial Planner, 1581 
Directory Sorter, GEOS File Retriever 

















How To Type In 


COMPUTE!’s Gazette Programs 





Each month, COMPUTE!’s Gazette 
publishes programs for the Com- 
modore 128, 64, Plus/4, and 16. 
Each program is clearly marked by 
title and version. Be sure to type in 
the correct version for your ma- 
chine. All 64 programs run on the 
128 in 64 mode. Be sure to read the 
instructions in the corresponding 
article. This can save time and elim- 
inate any questions which might 
arise after you begin typing. 

We frequently publish two 
programs designed to make typing 
easier: The Automatic Proofreader, 
and MLX, designed for entering 
machine language programs. 

When entering a BASIC pro- 
gram, be especially careful with 
DATA statements as they are ex- 
tremely sensitive to errors. A mis- 
typed number in a DATA statement 
can cause your machine to “lock 
up” (you'll have no control over the 
computer), If this happens, the only 
recourse is to turn your computer 
off then on, erasing what was in 
memory. So be sure to save a pro- 
gram before you run it. If your com- 
puter crashes, you can always 
reload the program and look for the 
error, 


Special Characters 

Most of the programs listed in each 
issue contain special control charac- 
ters. To facilitate typing in any pro- 
grams from the Gazette, use the 
following listing conventions. 

The most common type of con- 
trol characters in our listings appear 
as words within braces: {DOWN} 
means to press the cursor down 
key; {5 SPACES} means to press 
the space bar five times. 

To indicate that a key should 
be shifted (hold down the SHIFT 
key while pressing another key), 
the character is underlined. For ex- 
ample, A means hold down the 
SHIFT key and press A. You may 
see strange characters on your 
screen, but that’s to be expected. If 
you find a number followed by an 
underlined key enclosed in braces 
(for example, {8 A}), type the key 
as many times as indicated (in our 
example, enter eight SHIFTed A’s). 

If a key is enclosed in special 
brackets, § 3, hold down the 
Commodore key (at the lower left 
corner of the keyboard) and press 
the indicated character. 

Rarely, you'll see a single letter 
of the alphabet enclosed in braces. 


This can be entered on the Commo- 
dore 64 by pressing the CTRL key 
while typing the letter in braces. For 
example, {A} means to press 
CTRL-A. 


The Quote Mode 
Although you can move the cursor 
around the screen with the CRSR 
keys, often a programmer will want 
to move the cursor under program 
control. This is seen in examples 
such as {LEFT}, and {HOME} in 
the program listings. The only way 
the computer can tell the difference 
between direct and programmed 
cursor control is the quote mode. 
Once you press the quote key, 
you're in quote mode. This mode 
can be confusing if you mistype a 
character and cursor left to change 
it. You'll see a reverse video charac- 
ter (a graphics symbol for cursor 
left). In this case, you can use the 
DELete key to back up and edit the 
line. Type another quote and you're 
out of quote mode. If things really 
get confusing, you can exit quote 
mode simply by pressing RETURN. 
Then just cursor up to the mistyped 
line and fix it. 





When You Read: Press: See: 











{CLR} {SHIFT | [ CLR/HOME | G 
{HOME} | CLRIHOME | 

(up) [siuer] [T crse | oo 
{DOWN) i crsR | 
(LEFT) [sur] [=cxse=] Of 
{RIGHT} [—crsr—| i | 
{RVS} RL | 

{OFF} 

{BLK} 

{WHT} 

{RED} 

{CYN} 




















































































































When You Read: Press: See: | When You Read: Press: See: 
any Kc] aE | « = = 
(GRN)} [ert] Ls ih swt] ] ae 
wow) ae] 

AXEL] {er} =] For Commodore 64 Only 

{Fl} fi fl [commopore| | 1 | 
{Fr} SHIFT Te] | é - ae S 
(By) 8 = B33 ‘COMMODORE| [3] [=] 
(Ry suit] [8 gE re commovore|/ 4 | fa] 
55} Cs] i | E33 commopore||s | [ia 
{Fe} suit|[ 8 | gj ae |commovore| | ¢ | [iil] 
{F7) a il E73 {commovore| | 7 | 
1) ES) edep 2) Eel 
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But do n't expect 
re native ‘to be friendly. 


{ 


MicroProse brings to life all you've ever wanted 
in a game. And these three have it all— fantastic 
adventure, realistic role-play, simulation 
challenge, even historical accuracy! You'll get 
right into play, no matter what your skill level. 
And the action is non-stop, with plenty of 
options to choose from. For hours and hours of 
thrilling play, choose MicroProse. The games 
that have it all. 





‘AIRBORNE RANGER: 
mambo ofthe Army 
fighting corps, you'll n 


sey pice 








Sourage and is to survive 

Parachute degp int ste Shogun, ruler of the new his and eles pun, 
{erritory to infiltrate enomy You must outwit an and tab 
am. Each sep maybe ‘dovlous enemies who seek to wre ensures avait 





your ‘dostroy your honor, 


Samurai IBM Version Available Now. C-64 Version Coming Soon! 


Cant {ind thesa:games? Cal (201) 771:1151 x208, weekdays 8:30 am to 5:30 pm Eastern Time and order by MCVisa/Amex. Ask lor detalls for check! r4 
money order purchaser: Allow 2-4 weeks for U.S, delivery. MicroProse Software, inc; 180 Caketront Drive; Hunt Valley, MO 21030. (BM:PCIXTATIPS21 
Tandy/Compatibles support MCGAIVGA, EGA; CGA and Hercules graphics: (Pirates! JBM supports CGA and EGA graphics.) 





Just'For Fun. 
© 1909, MicroProse Software, Ine 
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Sigg 
_% Some Mo, 


‘The Ultiniste Beach Volleyball simulation. 
Set, Spike ond Crush like the Pros. 


Co-designed by the team of Suiti/Stoklows 
the #1 team in Pro baseh history: 


Trave) the world's) greatest betiches and with 
15 grueling matches to be €r6wned “King ap she Beach: 


Intense action for 1 or 2. Team Upayith aeiend or play against him, 
Featuring an original “Soca” sound track dithihe dizcliig pix) i ays 





Arts Ohm 7530,San, x 
vers Pa ple), coaaDE : 
handing natch 2 WORK MISE) CUNO RY MI, i 
Sct (qpaosent BM. version. JON isa registered trademark of BAe hae 
IAS Mache by ELECTRONIC Tes 





